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figured to provide executable content of the computer pro-
gram to the client over the communication network in parallel
with the video stream. When a sufficient amount of the
executable content has been provided to the client execution
of'the computer program is transitioned from the server to the
client. The transition optionally includes communicating a
state of the computer program from the server to the client.
The executable content can be provided to the client in an
order that is determined based on the state of the computer
program. Those parts of the executable content deemed most
likely to be necessary to support game play on the client are
given priority.
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PROGRAM MODE TRANSITION

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is:

a continuation-in-part of U.S. patent application Ser. No.
12/334,819 filed Dec. 15, 2008 now U.S. Pat. No. 8,147,
339 and entitled “Systems and Methods of Serving
Game Video;”

a continuation-in-part of U.S. patent application Ser. No.
12/826,130 filed Jun. 29, 2010 now U.S. Pat. No. 8,968,
087 and entitled “Video Game Overlay;” and

a continuation-in-part of U.S. patent application Ser. No.
12/826,489 filed Jun. 29, 2010 now U.S. Pat. No. 8,888,
592 entitled “Voice Overlay;” and

this application claims benefit and priority to U.S. provi-
sional patent application Ser. No. 61/382,470 filed Sep.
13, 2010 and entitled “Add-on Management,” U.S. pro-
visional patent application Ser. No. 61/407,898 filed
Oct. 28, 2010 and entitled “Dual-Mode Program Execu-
tion,” U.S. provisional patent application Ser. No.
61/421,163 filed Dec. 8, 2010 and entitled “Intelligent
Game Loading,” and U.S. provisional patent application
Ser.No. 61/421,175 filed Dec. 8, 2010 and entitled “Pro-
gram Mode Switching.” The disclosures of all the above
commonly owned patent applications are hereby incor-
porated herein by reference.

BACKGROUND

1. Field of the Invention

The invention is in the field of computer programming and
specifically in the field of server side execution of computer
programs.

2. Related Art

Execution of computer programs can generally occur using
one of two approaches. In one model the computer program is
executed on a single device where input is received from a
user, such as a game player, and program output is presented
to the user. In the other model program execution occurs on a
remote server under the control of one or more clients. A user
provides inputs at the client and receives program output for
display at the client. Communication between the client and
the server takes place over a communication network, such as
the internet.

It is possible that program execution can be distributed
between both a client and a server. For example, in multi-
player video games it is common for a server to maintain a
global state of a game based on inputs from many clients, and
for each client to render separate video responsive to game
rules and part of the global state. This requires that a software
client of the video game be installed on the client.

SUMMARY

A dual mode model of program execution is used to pro-
vide both immediate execution (play) of a game and also
client-side rendering of video. Essentially immediate execu-
tion is achieved by initially rendering video on a server and
providing the rendered video to the client over a communi-
cation network such as the internet. Client side game logic
and related content are downloaded to the client in parallel
with or following the rendered video. When all or a sufficient
fraction of the client side software is received by the client,
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the mode of program execution is changed such that render-
ing of video occurs on the client rather than or in addition to
the server.

Essentially immediate execution is achieved because
server side game logic and related components can be provi-
sioned quickly or before a request is received to play a game.
The output of the server side game logic includes a video
stream rendered on the server in response to received game
commands, a game state and a game player’s point of view.
This video stream is communicated to the client where it is
presented to the game player in real-time. To accomplish this,
the only logic required on the client is that needed to receive,
decode and display the video stream.

Various embodiments of the invention include a game sys-
tem comprising a video source configured to provide a
streaming video to a first client geographically remote from
the video source, the streaming video being generated at the
video source and being based on a state of a computer pro-
gram (e.g., computer game state), and a download manager
configured to download executable code and other compo-
nents of the computer program from a code source to the first
client via a network while the streaming video is being pro-
vided to the first client from the video source. These embodi-
ments optionally further comprise a state source configured to
provide the state of the computer program to the first client.

Various embodiments of the invention include a game
server comprising an input, a game engine, transition logic,
state storage, and an output. The input is configured to receive
game commands from a plurality of geographically remote
clients, and the game engine is configured to maintain a
global state of a video game based on the received game
commands, and to provide different subsets of the global state
of the video game to different members of the plurality of
clients, each of the subsets being assigned to a particular
member of the plurality of clients respectively. The transition
logic is configured to reassign one of the subsets of the global
state from a first member of the plurality of clients to a second
member of the plurality of clients, the state storage is config-
ured to store the global state, and the output is configured to
provide the subsets of the global states to the plurality of
clients over the internet.

Various embodiments of the invention include a method of
providing a computer game, the method comprising execut-
ing game logic on a video server, where the execution of the
game logic results in rendering of a video stream based on a
game state. The method further comprises providing the
video stream from the video server to a client over a commu-
nication network, and providing executable game content to
the client in parallel with the video stream, the executable
game content being configured to generate video based on the
game state.

Additionally, the game logic and related content (e.g., con-
tent used by the game logic) can be divided into parts, and
these parts can be downloaded in essentially any order from
the game system to the client. In various embodiments the
parts are downloaded in an order that is based on the prob-
abilities that the ongoing game play may require those parts.
For example, if, in view of the current state of the game, a
particular part of the client side game logic (and other con-
tent) is likely to be required to support further game play, then
that part will be given high priority in a download sequence.
The download sequence is optionally updated dynamically,
responsive to the game play, and parts of the game logic and
related content are downloaded to the client in parallel with
streaming video until the amount of the game logic and
related content downloaded to the client is deemed to be
sufficiently to support game play on the client side in the
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client side mode. At that point game play can be transitioned
to the client, streaming video ceases, and downloading of the
game code can completed. After streaming video to the client
ends, the remaining parts of the game code can continue to be
dynamically ordered, and downloaded to the client according
to that order, responsive to the game state. Optionally, if the
complete game code has not been downloaded, and the game
state unexpectedly requires a part of the game code that has
not yetbeen downloaded, the game play can transition back to
the server side mode.

Various embodiments of the invention include a game sys-
tem comprising a video source and a download manager. The
video source is configured to provide a streaming video to a
client geographically remote from the video source, the
streaming video being generated at the video source respon-
sive to a present state of a computer program. The download
manager is configured to dynamically determine, responsive
to the present state of the computer program, a download
sequence of a plurality of parts of an executable code and
other components (jointly “executable content” or “execut-
able game content”) of the computer program. The download
manager is further configured to download parts of the
executable content according to the download sequence, from
a code source to the client via a network, while the streaming
video is being provided to the client from the video source. In
various embodiments the video source includes the download
manager. In various embodiments, the download manager is
configured to dynamically determine the download sequence
by determining the probabilities of other states of the com-
puter program based on the current state of the computer
program. In some of these embodiments, the game system
further comprises a computer-readable medium that stores a
probability tree database, and the computer-readable medium
is in communication with the download manager. In these
embodiments the download manager is further configured to
determine the probabilities of other states of the computer
program based on the current state of the computer program
by querying the probability tree database. In various embodi-
ments the game system further comprises a statistics engine
configured to maintain the probability tree database.

Various embodiments of the invention include a method of
providing a computer game. In these embodiments the
method comprises executing game logic on a video server in
a server side mode of game execution to render a video stream
based on a game state and providing the video stream from the
video server to a client over a communication network. The
method further comprises dynamically determining, respon-
sive to the game state, a download sequence of a plurality of
parts of an executable game content, the executable game
content being configured to generate video based on the game
state, and providing the parts of the executable game content
to the client in parallel with the video stream according to the
download sequence. In various embodiments dynamically
determining the download sequence includes querying a
probability tree database. In various embodiments the method
further comprises determining a download rate for providing
the parts of the executable game content to the client, and in
some of these embodiments determining the download rate
includes monitoring a bandwidth of a communication chan-
nel to the client. In various embodiments, the method further
comprises initiating a transition from the server side mode of
game execution to a client side mode of game execution in
which game logic is executed on the client to render the video
stream based on the game state. In some of these embodi-
ments the method further comprises providing the parts of the
executable game content to the client after initiating the tran-
sition, and in still further embodiments providing the parts of
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the executable game content to the client after initiating the
transition can be performed according to the download
sequence. In still further embodiments, after initiating the
transition, the method further comprises dynamically deter-
mining the download sequence responsive to the game state.

BRIEF DESCRIPTIONS OF THE DRAWINGS

FIG. 1 illustrates a game system, according to various
embodiments of the invention.

FIG. 2 is further details of a video source configured to
serve multiple video games, according to various embodi-
ments of the invention.

FIG. 3 illustrates further details of a game server, according
to various embodiments of the invention.

FIG. 4 illustrates a user interface, according to various
embodiments of the invention.

FIG. 5 illustrates further details of a download manager,
according to various embodiments of the invention.

FIG. 6 illustrates a decision tree, according to various
embodiments of the invention.

FIG. 7 illustrates a method for downloading executable
game content, according to various embodiments of the
invention.

FIG. 8 illustrates methods of providing a computer game,
according to various embodiments of the invention.

FIG. 9 illustrates methods of transferring a game session,
according to various embodiments of the invention.

DETAILED DESCRIPTION

Various embodiments of the invention include simulta-
neously downloading executable game logic and streaming
game video to the same client, and/or transitioning from a
server side mode of game execution to a client side mode of
game execution. These processes potentially involve several
parties and systems. A video server system is configured to
provide streaming video to a client via a network in response
to game rules and received game commands. A download
manager is configured to provide executable game logic and
related content to the client in parallel with the provision of
the streaming video. The client is configured to receive the
executable game logic and content while displaying the
streaming game video to a game player. Optionally, a game
server is configured to maintain a global game state of a
multiplayer video game and to provide subsets of this game
state to the video server system as well as other clients of the
game server. The executable game logic can be provided by
the game server, the video server system, or a third party
system.

The server side mode is characterized by rendering of game
video on a video server and provision of the rendered video to
a geographically remote client. In this mode the game video is
responsive to game commands received at the video server
from the client via a communication network. The client side
mode is characterized by rendering of game video on the
client responsive to game commands entered locally to the
client. The server side mode and the client side mode are not
necessarily mutually exclusive. Game video is optionally ren-
dered at both the video server and the client and displayed on
the client in parallel or sequentially.

Transition logic configured for managing the transition
between server side mode and client side mode is optionally
distributed among the above devices. For example, on the
client the transition logic can be configured to terminate dis-
play of the streaming game video, receive a copy of a local
game state, and/or initiate execution of the received execut-
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able game logic. On the video server system the transition
logic can be configured to terminate delivery of the streaming
game video, provide the copy of the local game state to the
client, determine when sufficient executable game logic has
been provided to the client to initiate the transition, and/or
determine an order in which the executable game logic should
be provided to the client. On the game server transition logic
can be configured to redirect the communications, including
game commands and game state, between the video server
system and the game server such that these communications
occur between the game server and the client. Further features
of the transition logic are discussed elsewhere herein.

FIG.11illustrates a Game System 100 configured to execute
a computer program, according to various embodiments of
the invention. Game System 100 is configured to provide a
video stream to one or more Clients 110 via a Network 115.
Game System 100 typically includes a Video Server System
120 and an optional Game Server 125. Video Server System
120 is configured to provide the video stream to the one or
more Clients 110 with a minimal quality of service. For
example, Video Server System 120 may receive a game com-
mand that changes the state of, or a point of view within, a
video game, and provide Clients 110 with an updated video
stream reflecting this change in state with minimal latency.
The Video Server System 120 may be configured to provide
the video stream in a wide variety of alternative video for-
mats, including formats yet to be defined. Further, the video
stream may include video frames configured for presentation
to a game player at a wide variety of frame rates. Typical
frame rates are 30 frames per second, 60 frames per second,
and 120 frames per second, although higher or lower frame
rates are included in alternative embodiments of the inven-
tion. In some embodiments, Video Server System 120 is
configured to provide three dimensional video data, e.g.,
matched video streams rendered from points of view sepa-
rated by the distance between a person’s eyes.

Clients 110, referred to herein individually as 110A, 110B,
etc., may include terminals, personal computers, game con-
soles, tablet computers, telephones, televisions, settop boxes,
kiosks, wireless devices, digital pads, stand-alone devices,
handheld game playing devices, and/or the like. Typically,
Clients 110 are configured to receive encoded video streams,
decode the video streams, and present the resulting video to a
game player, e.g., a player of a game. The processes of receiv-
ing encoded video streams and/or decoding the video streams
optionally includes storing individual video frames in a
receive buffer of the client. The video streams may be pre-
sented to the game player on a display integral to Client 110
oron a separate device such as a monitor or television. Clients
110 are optionally configured to support more than one game
player. For example, a game console may be configured to
support two, three, four or more simultaneous players. Each
of these players may receive a separate video stream, or a
single video stream may include regions of a frame generated
specifically for each player, e.g., generated based on each
player’s point of view. Clients 110 are optionally geographi-
cally dispersed. The number of clients included in Game
System 100 may vary widely from one or two to thousands,
tens of thousands, or more. As used herein, the term “game
player” is used to refer to a person that plays a game and the
term “game playing device” is used to refer to a device used
to play a game.

Clients 110 are configured to receive video streams via
Network 115. Network 115 may be any type of communica-
tion network between computing devices including, a tele-
phone network, the Internet, wireless networks, power line
networks, local area networks, wide area networks, private
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networks, and/or the like. Network 115 explicitly does not
include communication channels completely within a com-
puting device, such as a motherboard bus. In typical embodi-
ments, the video streams are communicated via standard pro-
tocols, such as TCP/IP or UDP/IP. Alternatively, the video
streams are communicated via proprietary standards.

A typical example of Clients 110 is a personal computer
comprising a processor, non-volatile memory, a display,
decoding logic, network communication capabilities, and
input devices. The decoding logic may include hardware,
firmware, and/or software stored on a computer readable
medium. Systems for decoding (and encoding) video streams
are well known in the art and vary depending on the particular
encoding scheme used.

Clients 110 may, but are not required to, further include
systems configured for modifying received video. For
example, a client may be configured to perform further ren-
dering, to overlay one video image on another video image, to
crop a video image, and/or the like. Clients 110 may be
configured to receive various types of video frames, such as
I-frames, P-frames and B-frames, and to process these frames
into images for display to a game player. In some embodi-
ments, one or more members of Clients 110 are configured to
perform further rendering, shading, conversion to 3-D, or like
operations on the video stream. A member of Clients 110 is
optionally configured to receive more than one audio or video
stream. Input devices of Clients 110 may include, for
example, a keyboard, a joystick, a pointing device, a force
feedback device, a motion and/or location sensing device, a
mouse, a touch screen, a neural interface, a camera, input
devices yet to be developed, and/or the like.

The video stream (and optionally audio stream) received
by Clients 110 is generated and provided by Video Server
System 120. As is described further elsewhere herein, this
video stream includes video frames (and the audio stream
includes audio frames). The video frames are configured
(e.g., they include pixel information in an appropriate data
structure) to contribute meaningfully to the images displayed
to the game player. A meaningful contribution is a contribu-
tion that is readily observable by a game player. As used
herein, the term “video frames” is used to refer to frames
including predominantly information that is configured to
contribute to, e.g. to effect, the images shown to the game
player. Most of the teachings herein with regard to “video
frames” can also be applied to “audio frames.” Clients 110
may be configured to receive more than one video stream at
the same time. For example, Client 110B may be configured
to receive a matched pair of video streams configured to form
a three dimensional image when one of the streams is pre-
sented to one eye and the other stream is presented to the other
eye. Client 110B is optionally configured to receive a first
video stream from a first source, a second video stream from
a second source, and to overlay these two video streams for
presentation to a game player.

Clients 110 are typically configured to receive inputs from
a game player. These inputs may include game commands
configured to change the state of the video game or otherwise
affect game play. The game commands can be received using
input devices and/or may be automatically generated by com-
puting instructions executing on Clients 110. The received
game commands are communicated from Clients 110 via
Network 115 to Video Server System 120 and/or Game
Server 125. For example, in some embodiments, the game
commands are communicated to Game Server 125 via Video
Server System 120. In some embodiments, separate copies of
the game commands are communicated from Clients 110 to
Game Server 125 and Video Server System 120. The com-
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munication of game commands is optionally dependent on
the identity of'the command. Game commands are optionally
communicated from Client 110B through a different route or
communication channel that that used to provide audio or
video streams to Client 110B. For example, a game command
can be received from a wireless device such as a cellular
telephone and the audio and/or video streams can be provided
to a display such as a television set. The wireless device and
the display do not need to communicate directly. In this
example, Client 110B comprises two separate devices. The
commands from the cellular telephone may pass through a
cellular telephone network or a wireless router.

In various embodiments, Clients 110 are configured to
communicate add-on data between each of Client 100 and
Video Server System 120, or between different members of
Clients 110. For example, an add-on that enables voice com-
munication directly between clients can include the commu-
nication of audio data between clients. Add-on data that aug-
ments the functionality of a server side computer program
may be stored on one of Clients 110 for use by a server side
add-on or for use by a client side add-on. Add-on data may
also be stored on Video Server System 120 or a separate
add-on server, and be used by add-ons located on one of
Clients 110, Video Server System 120 or the add-on server.

Game Server 125 is optionally operated by a different
entity than Video Server System 120. For example, Game
Server 125 may be operated by the publisher of a multiplayer
game. In this example, Video Server System 120 is optionally
viewed as a client by Game Server 125 and optionally con-
figured to appear from the point of view of Game Server 125
to be a prior art client executing a prior art game engine.
Communication between Video Server System 120 and
Game Server 125 can occur via Network 115. As such, Game
Server 125 can be a prior art multiplayer game server that
sends game state information to multiple clients, one of which
is Video Server System 120. Video Server System 120 may be
configured to communicate with multiple instances of Game
Server 125 at the same time. For example, Video Server
System 120 can be configured to provide a plurality of dif-
ferent video games to different game players. Each of these
different video games may be supported by a different Game
Server 125 and/or published by different entities. In some
embodiments, several geographically distributed instances of
Video Server System 120 are configured to provide game
video to a plurality of different game players. Each of these
instances of Video Server System 120 may be in communi-
cation with the same instance of Game Server 125. Commu-
nication between Video Server System 120 and one or more
Game Server 125 optionally occurs via a dedicated commu-
nication channel. For example, Video Server System 120 may
be connected to Game Server 125 via a high bandwidth chan-
nel that is dedicated to communication between these two
systems.

Video Server System 120 comprises at least a Video Source
130, an I/O Device 145, a Processor 150, and non-transitory
Storage 155. Video Server System 120 may consist of one
computing device or be distributed among a plurality of com-
puting devices. These computing devices are optionally con-
nected via a communications system such as a local area
network.

Video Source 130 is configured to provide a video stream,
e.g., streaming video or a series of video frames that form a
moving picture. In some embodiments Video Source 130 is
also configured to provide an audio stream. In some embodi-
ments, Video Source 130 includes a video game engine and
rendering logic. The video game engine is configured to
receive game commands from a player and to maintain a copy

20

25

30

40

45

50

55

60

8

of the state of the video game based on the received com-
mands. This game state includes the position of objects in a
game environment, as well as typically a point of view. The
game state may also include properties, images, colors and/or
textures of objects. The game state is typically maintained
based on game rules, as well as game commands such as
move, turn, attack, set focus to, interact, use, and/or the like.
Part of the game engine is optionally disposed within Game
Server 125. Game Server 125 may maintain a copy of the state
of'the game based on game commands received from multiple
players using geographically disperse clients. In these cases,
the game state is provided by Game Server 125 to Video
Source 130, wherein a copy of the game state is stored and
rendering is performed. Game Server 125 may receive game
commands directly from Clients 110 via Network 115, and/or
may receive game commands via Video Server System 120.

Video Source 130 typically includes rendering logic, e.g.,
hardware, firmware, and/or software stored on a computer
readable medium such as Storage 155. This rendering logic is
configured to create video frames of the video stream based
on the game state. All or part of the rendering logic is option-
ally disposed within a graphics processing unit (GPU). Ren-
dering logic typically includes processing stages configured
for determining the three-dimensional spatial relationships
between objects and/or for applying appropriate textures,
etc., based on the game state and viewpoint. The rendering
logic produces raw video that is then usually encoded prior to
communication to Clients 110. For example, the raw video
may be encoded according to an Adobe Flash®
standard, .wav, H.264, H.263, On2, VP6, VC-1, WMA,
Huffyuv, Lagarith, MPG-x. Xvid. FFmpeg, x264, VP6-8,
realvideo, mp3, or the like. The encoding process produces a
video stream that is optionally packaged for delivery to a
decoder onaremote device. The video stream is characterized
by a frame size and a frame rate. Typical frame sizes include
800x600, 1280x720 (e.g., 720p), 1024x768, although any
other frame sizes may be used. The frame rate is the number
of video frames per second. A video stream may include
different types of video frames. For example, the H.264 stan-
dard includes a “P” frame and an “I” frame. I-frames include
information to refresh all macro blocks/pixels on a display
device, while P-frames include information to refresh a sub-
set thereof. P-frames are typically smaller in data size than are
I-frames. As used herein the term “frame size” is meant to
refer to a number of pixels within a frame. The term “frame
data size” is used to refer to a number of bytes required to
store the frame.

In alternative embodiments Video Source 130 includes a
video recording device such as a camera. This camera may be
used to generate delayed or live video that can be included in
the video stream of a computer game. The resulting video
stream optionally includes both rendered images and images
recorded using a still or video camera. Video Source 130 may
also include storage devices configured to store previously
recorded video to be included in a video stream. Video Source
130 may also include motion or positioning sensing devices
configured to detect motion or position of an object, e.g.,
person, and logic configured to determine a game state or
produce video-based on the detected motion and/or position.

Video Source 130 is optionally configured to provide over-
lays configured to be placed on other video. For example,
these overlays may include a command interface, login
instructions, video frames rendered from another game play-
er’s point of view, messages to a game player, images of other
game players, video feeds of other game players (e.g., web-
cam video). In embodiments of Client 110B that include a
touch screen interface, the overlay may include a virtual
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keyboard, joystick, touch pad, and/or the like. In one example
of'an overlay a player’s voice is overlaid on an audio stream.
Video Source 130 optionally further includes one or more
audio sources.

In embodiments wherein Video Server System 120 is con-
figured to maintain the game state based on input from more
than one player, each player may have a different point of
view comprising a position and direction of view. Video
Source 130 is optionally configured to provide a separate
video stream for each player based on their point of view.
Further, Video Source 130 may be configured to provide a
different frame size, frame data size, and/or encoding to each
of Client 110. Video Source 130 is optionally configured to
provide 3-D video.

1/0O Device 145 is configured for Video Server System 120
to send and/or receive information such as video, commands,
add-ons, add-on data, requests for information, a game state,
client identities, player identities, game commands, security
information, audio data, and/or the like. /O Device 145 typi-
cally includes communication hardware such as a network
card or modem. I/O Device 145 is configured to communicate
with Game Server 125, Network 115, and/or Clients 110. I/O
Device 145 is configured to receive the information from
more than one of Clients 110. I/O Device 145 is optionally
configured to receive the information as packets using a stan-
dard such as TCP or UDP.

Video Server System 120 optionally further comprises a
Client Qualifier 160. Client Qualifier 160 is configured for
remotely determining the capabilities of a client, such as
Clients 110A or 110B. These capabilities can include both the
capabilities of Client 110B itself as well as the capabilities of
one or more communication channels between Client 110B
and Video Server System 120. For example, Client Qualifier
160 may be configured to test a communication channel
through Network 115.

Client Qualifier 160 can determine (e.g., discover) the
capabilities of Client 110B manually or automatically.
Manual determination includes communicating with a game
player of Client 110B and asking the game player to provide
capabilities. For example, in some embodiments, Client
Qualifier 160 is configured to display images, text, and/or the
like within a browser of Client 110B. The displayed objects
represent request that the game player enter information such
as operating system, processor, video decoder type, type of
network connection, display resolution, etc. of Client 110B.
The information entered by the game player is communicated
back to Client Qualifier 160.

Automatic determination may occur, for example, by
execution of an agent on Client 110B and/or by sending test
video to Client 110B. The agent may comprise computing
instructions, such as java script, embedded in a web page or
installed as an add-on. The agent is optionally provided by
Client Qualifier 160. In various embodiments, the agent can
find out processing power of Client 110B, decoding and dis-
play capabilities of Client 110B, lag time reliability and band-
width of communication channels between Client 110B and
Video Server System 120, a display type of Client 110B,
firewalls present on Client 110B, hardware of Client 110B,
software executing on Client 110B, registry entries within
Client 110B, whether Client 110B is connected via a wireless
router, and/or the like.

Client Qualifier 160 includes hardware, firmware, and/or
software stored on a computer readable medium. Client
Qualifier 160 is optionally disposed on a computing device
separate from one or more other elements of Video Server
System 120. For example, in some embodiments, Client
Qualifier 160 is configured to determine the characteristics of
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communication channels between Clients 110 and more than
one instance of Video Server System 120. In these embodi-
ments the information discovered by Client Qualifier 160 can
be used to determine which instance of Video Server System
120 is best suited for delivery of streaming video to one of
Clients 110.

Download Manager 165 is configured to manage the down-
loading of executable game content to Client 110B. This
downloading occurs in parallel with the display to a game
player of game video provided by Video Source 130 to Client
110B. More than one of Clients 110 may each simultaneously
receive both streaming game video and executable game con-
tent. Downloading code parallel to streaming video means
that packets of executable game content are communicated to
Client 110B at the same time as, or between packets of, the
streaming game video. Download Manager 165 includes
hardware, firmware and/or software stored on a computer
readable medium, and Download Manager 165 can be dis-
tributed among one or more devices. The executable game
content is configured for execution on Client 110B and, when
executed, to generate video, based on a game environment,
for display to a game player.

In some embodiments, both game video and executable
game content are provided to Client 110B in a same data
packet. For example, a packet may include a video frame (of
one of the various possible types) and data that is part of the
executable game content. The executable game content is
optionally inserted into the packet by Encoder 225A or Post
Processor 260 prior to delivery to /O Device 145. In some
embodiments, Encoder 225A or Post Processor 260 is con-
figured to examine packets including a video frame, calculate
how much more data can be placed in the packet, and insert
executable game content to fill remaining space in the packet.
A preferred packet size is optionally used to make this calcu-
lation. At Client 110B the packet is parsed and the video
frame is decoded separately from the executable game con-
tent.

Download Manager 165 manages the downloading of
executable game content in part by controlling the rate, e.g.,
Mbits/second, at which the executable game content is down-
loaded. This rate is dependent on the size of the data packets
including the game code and the frequency at which these
data packets are sent. Either of these factors can be varied to
select a rate. The rate is selected based on 1) the available
bandwidth of the communication channel between Video
Server System 120 and Client 110B, and 2) the fraction of this
bandwidth used to provide the streaming game video. For
example, if the bandwidth of the communication channel is
15 Mb/sec and 10 Mb/sec is required to provide the streaming
game video at a desired quality, then the rate at which the
executable game content is downloaded will be limited to 5
Mb/sec. Generally, if X Mb/sec bandwidth is available and Y
Mb/sec is used for the streaming video, Download Manager
165 will limit the rate at which the executable content is
downloaded to be less than (X-Y) Mb/sec. Download Man-
ager 165 will reduce the rate at which the executable game
content is downloaded, relative to a maximum possible rate,
so that the streaming game video is received by client 110B
with the desired level of quality, e.g., a desired reliability at a
given resolution, color depth, and frame size, etc. Communi-
cating the streaming video is given priority over downloading
the executable game content.

Because the bandwidth of the communication channels
between Video Server System 120 and different members of
Clients 110 can have different bandwidths, the rate at which
the same executable game content is downloaded to these
different members of Clients 110 can be different. Further,
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even if communication channels have the same bandwidths,
the rates at which executable game content is downloaded
may be different if the rates at which streaming game video is
downloaded to each of the Clients 110 are different. For
example, if Client 110A receives streaming video of a first
frame size and Client 110B receives streaming video of a
second frame size, the rate at which they received executable
game content can be different even if their respective com-
munication channels have the same bandwidth.

The rate at which executable game content is downloaded
from Video Server System 120 to Client 110B can be dynami-
cally varied over time. For example, if the bandwidth of the
communication channel drops, Download Manager 165 may
reduce the rate at which executable game content is down-
loaded to Client 110B in response to this drop. The drop in
bandwidth is sometimes detected by monitoring for lost pack-
ets. In some embodiments, Download Manager 165 is con-
figured to automatically reduce the rate at which the execut-
able game content is downloaded if executable game content
packets and/or streaming video packets are lost. The rate at
which the streaming game video is communicated can be held
constant, while the rate at which executable game content is
downloaded is reduced. For example, if reducing the rate at
which streaming game video is communicated would cause
the quality of the video presented to a game player to drop
below a minimum quality, then the rate at which executable
game content is downloaded will be reduced before reducing
the rate at which the streaming game video is communicated.
The ratio of executable game content to streaming game
video communication rates is thus reduced.

The rate at which executable game content is downloaded
can be increased, as well as decreased, during the download
process. For example, after a temporary reduction in commu-
nication channel bandwidth the rate can be incrementally
increased to test whether a higher download rate is possible.
If packets are lost then the download rate is again lowered a
bit. Using this approach, optimum download rates can be
found, even when the bandwidth of the communication chan-
nel varies with time. In some embodiments, the downloading
of executable game content begins by starting at a relatively
slow download rate and increasing the download rate until
packets are lost. At this point the rate at which the executable
game content is downloaded is reduced until packet loss
reaches an acceptable level.

In some embodiments, Download Manager 165 is config-
ured to receive an estimate of the available bandwidth
between Video Server System 120 and Client 110B. This
available bandwidth can be determined using testing dis-
cussed elsewhere herein and may include more than one
communication channel. For example, an estimate of the
available bandwidth can be received from Client Qualifier
160. Packets of the executable game content are optionally
downloaded via a different communication channel than the
streaming game video. These different communication chan-
nels may have some segments in common. For example, the
executable game content may be downloaded from a Code
Source 170 while the streaming game video is communicated
from Video Source 130. Code Source 170 is optionally dis-
posed at a location geographically remote from Video Source
130. Thus, the executable game content may pass through
different segments of Network 115 relative to the streaming
game video. Even if some segments are different, the execut-
able game content and streaming game video may both pass
through other segment(s) of Network 115, e.g., the final seg-
ment connecting Network 115 and Client 110B.

Depending on which segments of Network 115 limit the
bandwidth of the communication channels through which the
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executable game content and streaming game video are com-
municated, it is sometimes possible to communicate and
download more total bytes than would be possible through
justone channel. For example, if a first communication chan-
nel through which the streaming game video is communi-
cated is limited to a bandwidth of X Mbits/sec by a segment
that is not used to download the executable game content,
then the total amount of bytes of both the streaming game
video and the executable game content that can be down-
loaded will be greater than X Mbits/sec. It is sometimes
possible to increase the rate at which the executable game
content is downloaded until either the bandwidth of a second
communication channel used to download the executable
game content is reached or the capacity of a segment of
Network 115 shared by both the first and second communi-
cation channel is reached. The rate at which the executable
game content is downloaded can be increased until either
packets of the executable game content or packets of the
streaming game video are dropped too frequently. This rate is
then reduced to an optimum value at which no or an accept-
able amount of packets are dropped. The determination of
optimum communication and download rates can be man-
aged using Download Manager 165 and/or Client Qualifier
160.

Code Source 170 includes a storage device such as a hard
drive and/or solid state memory configured to store the
executable game logic and optionally related content. Code
Source 170 is optionally disposed in a location geographi-
cally distant from other parts of Video Server System 120. For
example, a single instance of Code Source 170 in a first
location can be shared by more than one Video Server System
120 located in more than one different location. In these
embodiments, Code Source 170 is configured to provide mul-
tiple copies of executable game content (game logic and
related content) to different members of Clients 110 in par-
allel, each copy sometimes being provided in parallel with
streaming game video provided to the same members of
Clients 110. Code Source 170 is optionally included in and/or
managed by the same party as Game Server 125. Code Source
170 is optionally configured to provide executable game con-
tent for more than one video game title. The executable game
content optionally includes add-ons and/or add-on data.

In some embodiments all or parts of Code Source 170 is
distributed among some multiple devices, optionally includ-
ing members of Clients 110. In these embodiments all or parts
of the executable game content can be provided from one of
Clients 110 to another of Clients 110 on a peer-to-peer basis.
For this purpose, the testing and monitoring of communica-
tion channels described in relation to communication
between Code Source 170 and Video Source 130 (as part of
Video Server System 120) can also be applied to communi-
cation channels between members of Clients 110. For
example, parts of the executable game content received by
Client 110B can be received from Video Server System 120,
Client 110A and/or a Client 110C (not shown). In some
instances the relative proximity (e.g., network distance) of
Client 110A and Client 110B may be much closer than the
proximity of Client 110B and Video Server System 120. The
peer-to-peer communication channels may, therefore, be pre-
ferred. The selection of which parts of the executable game
content are received from which source is optionally made to
optimize the delivery to Client 110B. When delivering from
peer-to-peer the burden on each peer may be reduced by using
more than 3, 5 or 10 more peers as sources. Download Man-
ager 165 is optionally configured to manage the peer-to-peer
communication. Video may also be generated and/or deliv-
ered on a peer-to-peer basis.
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Download Manager 165 is optionally configured to man-
age the order in which the executable game content is down-
loaded. For example, the order in which the executable game
content is downloaded can be changed in response to a state of
the video game stored on Video Server System 120 or Client
110B. Download Manager 165 is optionally configured to
monitor this state while the game is executed in either stream-
ing and/or client side modes.

Download Manager 165 is further configured to manage
downloading of a game state to Client 110B. This game state
is the game state used by Video Source 130 to generate the
streaming game video. The game state can be downloaded
from an optional State Source 175 or from Game Server 125.
In some embodiments, once an initial state is downloaded,
Download Manager 165 is further configured to download
updates such that two copies of the game state are maintained.
For example, one copy of the game state can be stored at State
Source 175 (and used by Video Source 130) while a second
copy of the game state is maintained on Client 110B.

State Source 175 includes storage such as a hard drive
and/or solid state memory configured to store a state of a
video game. The stored state is optionally a subset of a global
game state stored at Game Server 125, and is typically
updated based on commands received from members of Cli-
ents 110 and/or state updates received from Game Server 125.

Download Manager 165 is optionally further configured to
monitor the progress of the download of the executable game
content and to initiate execution of the downloaded code on
Client 110B using a Transition Logic 180. The initiation can
occur when an executable subset of the executable game
content is downloaded or when all of the executable game
content is downloaded. Download Manager 165 is typically
configured to detect when one or both of these conditions are
met.

The initiation can be automatic or manual. Automatic ini-
tiation is performed by Transition Logic 180 and without
requiring any action by a game player of Client 110B, while
manual initiation requires some action by the game player. In
automatic initiation commands are sent from Transition
Logic 180A to Transition Logic 180C on Client 110B that
cause the executable game content to install and/or start. Not
all types of Client 110 necessarily allow remote automatic
initiation of program execution for security reasons.

In manual initiation, a game player takes some action to
start or permit the execution of the downloaded executable
game content. For example, the game player may click on a
button that allows execution of an installation program that
installs the executable game content, sets configuration and
data files, and/or starts execution of the game code once
installed. This is a minimal interaction case in which the game
player merely needs to make a single click. In other embodi-
ments a game player must first initiate an installation of a
game client from the downloaded executable game content,
answer configuration questions during the installation, enter a
license key, manually initiate execution of the installed game
client, and/or the like. In various embodiments, any combi-
nation of these tasks may or may not be required of the game
player.

In some embodiments, manual initiation of the execution
of the downloaded executable game content is facilitated by
controls presented to the game player through the same
browser window as the streaming game video is displayed.
For example, an initiation button can be presented to the game
player as part of an overlay placed on the game video, or an
initiation button can be displayed in another part of the same
browser window as the streaming game video is shown. The
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streaming game video and the initiation control are optionally
in different frames of the browser window.

In some embodiments, a game player is given control over
when execution of the downloaded code is initiated. For
example, a message may be displayed to a game player stating
that game play must be transitioned from server side mode to
client side mode within a predetermined time, e.g., S minutes.
This message may be displayed as an overlay or may be
displayed elsewhere in the browser window in which the
streaming video is displayed, or may be displayed in a sepa-
rate window. The message can include a button allowing the
game player to initiate the transition at a time of their choos-
ing, within the predetermined time. The message optionally
counts down the predetermined time. At the end of this time
the streaming game video is no longer provided to the client,
although alternative content not including a real-time game
play may be provided. In some embodiments, initiation of
execution of the downloaded executable game content on
Client 110B requires that a game player manually terminate
receipt of the streaming game video, manually perform an
installation of a game client based on the executable game
content and then manually initiate execution of the game
client. The game player is optionally given the predefined
period of time in which to manually perform all or part of this
transition.

In some embodiments permission to begin downloading is
received from the game player and this permission is also
used to initiate execution of both installation routines and the
video game client. For example, a message can be presented
to the game player requesting permission to download the
executable game content and also execute the downloaded
code when ready. This control can be presented through the
control presentation approaches discussed elsewhere herein.
The control can be presented once a game player requests the
game, once the communication of streaming game video
starts, or some time after the streaming game video is pre-
sented to the game player. For example, in various embodi-
ments, downloading of executable game content only occurs
after a predetermined time delay, after a specific game state is
reached, after a player advances to a certain stage in the game,
after a player saves a game state, and/or the like. A request for
permission to begin downloading and/or to initiate execution
of'the executable game content is optionally accompanied by
an option to purchase the game. For example, initiation of
downloading and/or initiation of execution may require a
payment.

In some embodiments, downloading of the executable
game content does not begin until delivery of the streaming
game video has been terminated by a game player. For
example, Download Manager 165 may be configured to offer
a game player to download the executable game content once
the game player stops playing the game. Thus, in one embodi-
ment, the game player may play the game in server side mode
for 30 minutes (or some other time period) and then exit the
game. Upon exiting the game the game player is offered an
opportunity to purchase the game. If the game player accepts
the executable game content is downloaded. The order of the
download is optionally dependant on what the game player
has done in the game while in the server side mode. For
example, executable game content needed to support a cur-
rent location of a game player’s avatar may be downloaded
first.

The game player may or may not decide to resume the
game while this download is in progress. If the game player
decides to resume the game then Download Manager 165 is
configured to first determine if an executable subset (or all) of
the executable game content has already been downloaded. If
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the executable subset or all of the executable game content
has been downloaded then the downloaded game code is
executed. If the executable subset or all of the executable
game content has not been downloaded then the game is again
executed in the streaming mode. Further executable game
content may or may not be downloaded while the game is
again played in server side mode. Periods of server side mode
play can be interspersed with periods of downloading as the
game player engages in multiple game sessions over time.

In some embodiments it may be found that what was
thought to be an executable subset of the game code is not
sufficient for a game player to play the game. For example, if
the game player directs an avatar into a higher level region of
the game before support for that region has been downloaded
the client side mode of the game may be interrupted. Down-
load Manager 165 is optionally configured to revert to server
side mode execution of the game if this occurs. In this case the
various transition steps described herein can be performed in
reverse.

While the receipt of streaming game video does not typi-
cally initially require that the game player have an account
registered before controlling an avatar, receiving the stream-
ing game video, receiving the game code, saving a game state
resulting from the game player’s actions in the game and/or
transitioning from server side mode to local execution mode
typically do require an account. The account can be estab-
lished automatically or by the game player. In some embodi-
ments, Game Server 125 sometimes requires an account in
order to play a multiplayer game. In these embodiments, an
instance of Account Manager 185 within Video Server Sys-
tem 120, or elsewhere within Game System 100, may estab-
lish a temporary account meeting the requirements of Game
Server 125. For example, Account Manager 185 may be con-
figured to automatically generate a user name, password,
geographic location, and/or the like. This account informa-
tion is then used to establish a game session between Video
Server System 120 and Game Server 125. This game session
is used to communicate game commands and game state
information between Video Server System 120 and Game
Server 125. Because of Account Manager 185 a game player
can start playing a server based video game before any
account information is provided by the game player. Account
information may be gathered from the game player over time,
at a particular point in the game, when the player tries to save
the status of a game, or when local execution of the game is
initiated. For example, a game player may be asked to estab-
lish a user name and password after the game player has
played for 5, 10 or 15 minutes, when a game player reaches a
predetermined game level or game state, when a game player
attempts to save a game state, and/or the like. The game player
may also be asked to pay for the game when establishing
account information. A request to establish an account is
optionally presented as an overlay on the streaming video or
optionally elsewhere on the same browser window as the
streaming game video is presented.

In some embodiments, when switching between server
side rendering of game video (server side mode) and client
side rendering of game video (client side mode) of the game,
Transition Logic 180A is configured to provide account infor-
mation received by Video Server System 120 from Client
110B to Game Server 125. Transition Logic 180B uses this
account information to replace account information that was
automatically generated by Account Manager 185. For
example, when a game player first initiates a streaming video
game, Account Manager 185 may provide Game Server 125
with a randomly generated user name (SLE4IF45FFK1) and
password (kal[L1281up). Prior to transition between server and
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client execution modes, a user name (EmmaP) and password
(4mybutterfly) selected by the game player is received by
Video Server System 120. Around the time of transition the
game player selected account information is sent from Tran-
sition Logic 180A to Transition Logic 180B and these values
are used by Transition Logic 180B to replace the automati-
cally generated account data in the memory of Game Server
125. Thus, game player selected account information
replaces the temporary account information automatically
generated by Video Server System 120.

In some embodiments, the account information automati-
cally generated by Video Server System 120 further includes
a server selection, player referral information, a geographical
location, and/or the like. Player referral information is infor-
mation regarding how a player was introduced to a game. A
player may be introduced by a website, an advertisement a
marketing program, another game player, etc. In these cases
the referral information typically includes an identity of the
referrer. For example, a link configured to allow a first game
player to play a streaming video game may be displayed on a
page of a second game player on a social networking website.
An identifier of the second player (or avatar thereof) can be
included within the link and Video Server System 120 is
configured to use this identifier to identify the second player.
The identity of the second player can be used by Account
Manager 185 or Game Server 125 to give the second player
credit for referring the first player. Further, the identity of the
second player can be used by Game Server 125 to place the
first player on a same game server, avatar faction, location in
a game environment, etc. as the second player. These are
further examples of account information that is optionally
generated by Video Server System 120.

In a more specific example, a copy of the streaming game
video or a frame thereof, from the game World of Warcrafi®,
is provided by Video Source 130 to the first player at Client
110B is provided to the FaceBook® page of the first player.
This copy of the streaming game video is associated on the
page with a link configured to allow the second player to join
the first player in playing World of Warcraft. When the link is
clicked by the second player an identifier is sent to an instance
of'Video Server System 120. Account Manager 185 uses this
identifier to look up the World of Warcraft server, player
faction (Horde or Alliance), and optionally location within
the World of Warcraft game space, of the first player. Account
Manager 185 uses this information to automatically generate
(or suggest) account information for the second player that
places the second player on the same World of Warcraft server
and player faction as the first player. Account Manager 185
may also provided information to Game Server 125 identify-
ing the first player as having referred the second player. Thus,
the first player can get credit for bringing the second player
into the game.

Some of the account information communicated from
Video Server System 120 to Game Server 125 by Account
Manager 185 is generated during game play. For example,
during game play a game player may associate add-ons with
an account or establish avatars. This information can be com-
municated to where it is needed for client side execution
mode as it is generated, when the game is next saved, as part
of'a periodic communication event, and/or the like.

Transition Logic 180 is optionally configured to commu-
nicate other information between elements of Game System
100. For example, installed add-on code and generated add-
on data may be transferred to Client 110B from Video Server
System 120 or elsewhere in Game System 100. This transfer
may occur at the time of transition or prior to transition. In
some embodiments, generated add-on data and/or add-on
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code is copied to Client 110B in parallel with the communi-
cation of streaming game video from Video Source 130 to
Client 110B.

A game player’s account information optionally includes
an IP (Internet Protocol) address to which Game Server 125
provides game state information. This IP address may be
different for different login sessions. For example, each time
a game player logs into play the video game provided by
Game Server 125 Video Source 130 may be provided a dif-
ferent IP address. Likewise Client 110B may have a different
IP address for each session in which it receives streaming
game video from Video Source 130. In the prior art, the IP
address to which Game Server 125 sends game state infor-
mation does not change within an individual game session. If
the 1P address changes the game player must login again, or
start from some initial state to start a new game session. Inthis
way the IP address is associated with a game player authen-
ticated by the login. Likewise, when game commands are
received by Game Server 125, the IP address from which the
commands are sent is used to assign the commands to a
specific game session/game player.

In some embodiments of the invention, the IP address to
which Game Server 125 sends game state information, and
from which game commands are received, are changed
within a single game session. For example, when the transi-
tion between streaming game mode and local game mode is
performed Game Server 125 switches from sending game
state information to and receiving game commands from
Video Source 130 to sending the game state information and
receiving the game commands from Client 110B. This is
optionally accomplished without requiring that the game
player login again.

To change the IP address Transition Logic 180A sends the
client IP address that Video Source 130 uses to communicate
with Client 110B, to Game Server 125. The client IP address
is accompanied by a request that Game Server 125 send game
state information to Client 110B and/or to accept game com-
mands from Client 110B. At Game Server 125 Transition
Logic 180B receives this client IP address and associates it
with a particular game session. Future game states are then
sent to this client IP address in addition to or instead of the IP
address of Video Source 130. Likewise, if game commands
are received at Game Server 125 from the client IP address
they are associated with the game session of the game player.
This association is made even when the game session, and
optional login, were initially established via Video Source
130. Further, the game server IP address used by Video
Source 130 to communicate with Game Server 125 is option-
ally provided to Client 110B so that Client 110B can send
game commands directly to this game server IP address.
Providing this game server IP address to Client 110B is
optional in embodiments wherein the IP address of Game
Server 125 is included within the executable game content
downloaded to Client 110B.

In some embodiments, by associating the client IP address
with the game session, the game session is associated with
more than one client. In this case the subset of the game state
may be sent to both clients. For example, the subset of the
game state can be sent from Game Server 125 to both Client
110B and Video Source 130. (Game Server 125 views Video
Source 130 as a client, and may or may not differentiate Video
Source 130 and Client 110B as different types of clients.)
After some time, the association between the game session
and the IP address of Video Source 130 may be dropped. In
some embodiments, associating the client IP address with the
game session automatically results in dissociating the IP
address of Video Source 130 with the game session. Whether
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or not the dissociation occurs immediately or two IP address
are associated with the game session for some time, the end
result is that Transition Logic 180 causes the game session to
be reassigned from a first client to a second client. This
reassignment optionally occurs during a single game session,
without starting a new game session.

Download Manager 165 and/or Transition Logic 180 are
optionally configured to maintain two copies of the subset of
the game state used by Video Source 130 to render streaming
game video. One of these copies is located at Video Source
130 and the other at Client 110B. These copies are maintained
by sending state updates to Client 110B from either Video
Source 130 or Game Server 125. The two copies of the state
allow the execution mode transition to take place without
inconsistency in the state experienced by the game player.
Specifically, the same state is available to both the game logic
executing on Video Source 130 and game logic executing on
Client 110B. The two copies of the state are maintained for a
period of time prior to, during and/or after the transition. This
period of time can be short. In some embodiments, the game
logic on Video Source 130 and the game logic on Client 110B
are executed in parallel for a time such that two copies of
video frames configured for presentation to the game player
are generated in different places. Execution of the down-
loaded executable game content one Client 110B is optionally
initiated while the streaming game video is still being com-
municated to and/or displayed on Client 110B.

In some embodiments Transition Logic 180 and/or the
downloaded executable game content is configured to termi-
nate presentation of the streaming game video received by
Client 110B from Video Source 130 upon execution of the
downloaded executable game content. For example, the
executable game content may, when executed, close a
browser window in which the streaming game video is being
presented. Alternatively, the executable game content may be
configured to redirect the browser window from Video Source
130 to a video output of the executable game content. For
example, Transition Logic 180C may provide a URL of a
local output of the executed game code to the browser win-
dow such that the video stream received from Video Source
130 isreplaced by the video output of the downloaded execut-
able game content. The next time the executable game content
is executed it is optionally configured to present game video
in its own program window rather than a browser.

As discussed elsewhere herein, in some embodiments
Download Manager 165 and/or Transition Logic 180 are
configured to begin execution of the downloaded executable
game content after only a subset of this game code is down-
loaded. Typically Download Manager 165 is configured to
increase the rate at which the executable game content is
downloaded after transition because the download rate need
no longer be limited in order to assure a minimal quality of the
streaming game video.

Processor 150 is configured to execute logic, e.g. software,
included within the various components of Video Server Sys-
tem 120 discussed herein. For example, Processor 150 may be
programmed with software instructions in order to perform
the functions of Video Source 130, Game Server 125, Client
Qualifier 160, Download Manager 165, Code Source 170,
State Source 175, and/or Transition Logic 180A. Video
Server System 120 optionally includes more than one
instance of Processor 150. Processor 150 may also be pro-
grammed with software instructions in order to execute com-
mands received by Video Server System 120, or to coordinate
the operation of the various elements of Game System 100
discussed herein. Processor 150 may include one or more
hardware devices. Processor 150 is an electronic processor.
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Storage 155 includes non-transitory analog and/or digital
storage devices. For example, Storage 155 may include an
analog storage device configured to store video frames. Stor-
age 155 may include a computer readable digital storage, e.g.
a hard drive, an optical drive, or solid state storage. Storage
155 is configured (e.g. by way of an appropriate data structure
or file system) to store video frames, artificial frames, a video
stream including both video frames and artificial frames,
audio frame, an audio stream, add-ons, add-on data, execut-
able game content, and/or the like. Storage 155 is optionally
distributed among a plurality of devices. In some embodi-
ments, Storage 155 is configured to store the software com-
ponents of Video Source 130 discussed elsewhere herein.
These components may be stored in a format ready to be
provisioned when needed.

FIG. 2 illustrates further details of Video Source 130 con-
figured to serve multiple video games, according to various
embodiments of the invention. The multiple video games can
include multiple instances of the same video game and/or
instances of different video games. The video games are
optionally multiplayer games. For example, a game state of
one or more of the video games may be maintained by one or
more instances of Game Server 125 each based on inputs
received from multiple clients. The elements of Video Source
130 illustrated in FIG. 2 are optionally executed using Pro-
cessor 150.

The video games are executed using different instances of
Game Logic 210, individually labeled 210A, 210B, 210C,
etc. Game Logic 210 is configured to use a game state to
determine a game environment that can be rendered to avideo
stream configured to be presented to a game player. The game
environment is a two or three dimensional virtual environ-
ment including in-game objects, avatars, locations of objects,
their shapes, textures, and spatial relationships there between,
and the like. A game environment can include vertex data,
transformation data and texture data, and/or the like.

Game Logic 210 is configured to provide a video game as
part of a “game session.” A game session is optionally a time
period between a game player logging on to play a video
game and logging off, or being otherwise disconnected from
the game. In embodiments where a game player plays a game
without an established account to login to, a game session is
a continuous time period during which a game player’s
progress and/or state is trackable and maintained by the game
program. If the player is not associated with an account to
which game progress and/or state is saved, then the game
progress and state are lost when the game session terminates.
Game sessions may exist between Client 110B and Video
Source 130, between Client 110B and Game Server 125, and
between Video Source 130 and Game Server 125. In some
embodiments, a game session is transferred from being
between Game Server 125, and Video Source 130 to being
between Client 110B and Game Server 125, (and/or vice
versa) without termination of the game session.

The rendering of the game environment is typically based
on one or more points of view associated with a specific game
player. These points of view can be drastically different, such
as an overhead view and a forward view. Or, the points of view
can be from positions differing by approximately the distance
between a person’s pupils, and configured to create a 3D
image. Video Source 130 may include morethan 1, 2,3, 5,7,
15, or 31 instances of Game Logic 210. Game Logic 210 is
optionally a client of Game Server 125 and may be configured
to communicate with Game Server 125 via Network 115.

Game Logic 210 is configured to receive game commands
from one or more of Clients 110 and to process the received
commands according to a set of game rules. These rules
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cover, for example, how avatars interact with other avatars or
in game objects, avatar movement, game instance manage-
ment, and/or the like. Game Logic 210 is optionally also
configured to generate audio data based on events within the
game. This audio data may represent a gunshot, a splash, an
engine, voice, flying, rain, music, or any other sound that
could occur in a game. For example, an event such as one
object hitting another may result in audio data representing a
related sound. Game Logic 210 includes hardware, firmware,
and/or software stored on a computer readable medium.
Game Logic 210 is typically associated with related game
content.

Each instance of Game Logic 210 can be disposed on a
separate computing device or several instances of Game
Logic 210 could be disposed on the same computing device or
a single instance of Game Logic 210 could be disposed across
multiple computing devices. Instances of Game Logic 210
can dynamically change the number and/or identity of com-
puting devices used depending on the requirements of the
game environment the game player is currently experiencing.
Instances of Game Logic 210 disposed on the same comput-
ing device are optionally executed within separate virtual
machines or virtual I/O shells. In some embodiments, differ-
ent instances of Game Logic 210 are configured to commu-
nicate game commands and/or game state information
directly to each other, e.g., without necessarily communica-
tion through Game Server 125.

Game Logic 210 typically executes on top of an Operating
System (OS) 215. Operating System 215 may include Win-
dows™, Linux, UNIX, Mac OS™, Solaris™, and/or the like.
A virtual machine platform may operate between Operating
System 215 and Game Logics 210. The virtual machine plat-
form can include commercial systems such as ESX, Hyper-V,
and/or the like. In these embodiments, one or more of Game
Logic 210 can be executed within a virtual machine. Multiple
instances of Game Logic 210 may execute on the same
instance of Operating System 215. For example, FIG. 2 illus-
trates Game Logic 210A and Game Logic 210B both execut-
ing on the same Operating System 215. Instances of Game
Logic 210 executing on the same Operation System 215 may,
or may not, be configured for playing the same video game.
For example, Game Logic 210A, 210B and 210C may all be
World of Warcraft® clients, or may be clients of World of
Warcraft®, Eve® and Call to Arms® respectively.

In some embodiments, the game environments determined
by Game Logic 210 are passed to an optional Virtual 3D
Video Driver 220. Virtual 3D Video Driver 220 is configured
to appear, from the point of view of Game Logic 210, as a
non-virtual 3D video driver controlling a graphics processing
unit. Each instance of Game Logic 210 may be associated
with its own instance of Virtual 3D Video Driver 220, or
Virtual 3D Video Driver 220 may be shared by two or more
instances of Game Logic 210. In some embodiments, game
audio determined by each Game Logic 210 is passed to an
optional Virtual Audio Driver 285. Game audio includes
sound data configured to be presented to a game player as part
of'an audio stream. The game audio can result from rules of
the game, e.g., shooting a gun should result in a popping
sound, or may be received from other sources such as music
tracks, members of Clients 110, a microphone, and/or the
like.

In alternative embodiments, Game Logic 210 is configured
to include the functionality, as discussed herein, of Virtual 3D
Video Driver 220 and/or Virtual Audio Driver 285. In these
embodiments, Virtual 3D Video Driver 220 and/or Virtual
Audio Driver 285 are not required.
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Virtual 3D Video Driver 220 is further configured to pass
the received game environments to a (non-virtual) 3D Driver
230. Optionally the delivery of game environments to 3D
Driver 230 is coordinated by the various instances of Virtual
3D Video Driver 220. For example, delivery can be coordi-
nated such that 3D Driver 230 receives game environments
from only one or a minimum number of Virtual 3D Video
Driver 220 at a time. In typical embodiments, each of Virtual
3D Video Driver 220 is configured such that they appear to be
a separate process and a separate source of video data to 3D
Driver 230. As such, 3D Driver 230 is configured to keep track
of which video data results in which video frames after ren-
dering.

The video data received by 3D Driver 230 are passed to
Graphics Processing Unit (GPU) 235 for rendering into raw
video frames. Graphics Processing Unit 235 is optionally
used to render more than one video stream in parallel. For
example, Graphics Processing Unit 235 may generate a first
video stream based on video data received from Game Logic
210A, generate a second video stream based on video data
received from Game Logic 210B, generate a third video
stream based on video data received from Game Logic 210C,
etc. in parallel. The parallel production of video streams
includes the generation of these streams at the same time.
However, parallel production of video streams may, but does
notnecessarily, include the processing of individual frames at
the same time within Graphics Processing Unit 235. For
example, in some embodiments 3D Driver 230 alternatively
passes the video data generated by the various members
Game Logic 210 to Graphics Processing Unit 235. Data gen-
erated by Game Logic 210A is used to make a video frame,
and subsequently data generated by Game Logic 210B is used
to make a video frame, etc. In this case, the video streams are
produced in parallel while individual frames are produced in
series. Alternatively, more than one video frame may be gen-
erated within Graphics Processing Unit 235 at the same time.
Inthis case a first part of Graphics Processing Unit 235 is used
to generate one frame while a second part of Graphics Pro-
cessing Unit 235 is used to generate a second frame, the first
and second frames arising from video data produced by dif-
ferent Game Logic 210. In some embodiments, one set of
graphical computation cores is used to generate the first frame
while a second set of graphical computation cores is used to
generate the second frame, at the same time. The resulting
video frames are passed back to the control of 3D Driver 230.

Virtual 3D Video Drivers 220 are optionally configured to
manage the transfer of raw rendered video frames from 3D
Driver 230. For example, Virtual 3D Drivers 220 may be used
to coordinate the transfer of video frames from the control of
3D Driver 230 to a Shared Memory 240. (Following render-
ing, the video frames are in a memory of Graphics Processing
Unit 235 or a memory managed by 3D Driver 230. In either
case they are under the control of 3D Driver 230.) As Virtual
3D Video Drivers 220 manages the communication of video
data and frames to and from 3D Driver 230, in some embodi-
ments, they are capable of placing the video frames within
parts of Shared Memory 240 associated with specific Video
Dynamic Encoding Pipelines (DEPs) 245. The Video DEPs
245 are individually identified as Video DEP 245A, Video
DEP 245B, Video DEP 245C, etc. In these embodiments,
each Video DEP 245 is assigned specific memory locations
within Shared Memory 240, and is configured to retrieve
video data from those locations.

In other embodiments, Virtual 3D Drivers 220 are config-
ured to manage the transfer of video data to Shared Memory
240 based on timing. In these embodiments, the transfers
managed by each of Virtual 3D Drivers 220 are synchronized
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and the Virtual 3D Drivers 220 notify each Video DEP 245
when data for them is in Shared Memory 240. Once this data
is retrieved by the notified member of Video DEPs 245, data
for another member of DEPs is transferred from 3D Driver
230 to Shared Memory 240 under the control of Virtual 3D
Video Drivers 220. In these cases pixels read back from the
local GPU memory to Shared Memory 240 can be based on a
schedule. As used herein the terms “in sync” and “synchro-
nized” are meant to mean that the two events are related in
time by a schedule, by a timing signal, by a time delay, or that
one event does not start until the other event has satisfied a
condition, e.g., has completed. For example, Virtual 3D Driv-
ers 220 may operate in sync such that a game environment is
provided to 3D Driver 230 from a first of Virtual 3D Drivers
220 once Graphics Processing Unit 235 has completed ren-
dering of a game environment from a second of Virtual 3D
Drivers 220. The timing of this synchronization is optionally
selected to make optimum use of Graphics Processing Unit
235.

As aresult of the management by Virtual 3D Video Drivers
220, the multiple video streams can be stored in Shared
Memory 240 without confusing which frames belong to
which video stream. Shared Memory 240 is optionally con-
figured to store audio as well as video data. This audio data
may be stored and/or managed in ways similar to that dis-
cussed with respect to video data.

Virtual Audio Drivers 285, are optionally part of a virtual
1/O shell between Game Logic 210 and OS 215. They are
configured to appear from the point of view of Game Logic
210 as an audio driver and to pass any audio data they receive
from Game Logic 210 to one of Audio DEP 270. For example,
in some embodiments, the Virtual Audio Driver 285 associ-
ated with Game Logic 210A is configured to send audio data
to Audio DEP 270A, and the Virtual Audio Driver 285 asso-
ciated with Game Logic 210B is configured to send audio data
to Audio DEP 270B, etc.

Shared Memory 240 includes random access memory
(RAM) or a similar memory configured for efficient reading
and writing of video data. Shared Memory 240 is configured
to store video data for a plurality of different Video DEP 245.
Video data for different Video DEPs 245 is optionally stored
at the same time in Shared Memory 240. Shared Memory 240
may consist of a single hardware device or may include
multiple devices.

Video DEPs 245 are dynamically allocated encoding pipe-
lines that are each configured to encode video data rendered
using Graphics Processing Unit 235. Each member of Video
DEPs 245 is configured to encode to video formats specified
at the time the Video DEP 245 is provisioned. This format
specification is typically based on the needs of one of Clients
110 and/or the capabilities of the communication path
between Video Server System 120 and the Client 110. Video
DEPs 245 are optionally provisioned dynamically in
response to a request from one of Clients 110. For example,
when Client 110B connects to Video Server System 120 and
sends a request for a video stream, Video DEP 245 can be
provisioned to include elements, such as an encoder, selected
specifically to meet needs of Client 110B. As is discussed
elsewhere herein, a member of Video DEPs 245 is optionally
configured to use more than one encoding scheme.

Video DEPs 245 each include a Grabber 247 configured to
grab video data from Shared Memory 240 and transfer this
video data to a memory of the Video DEP 245. The Grabber
247 is optionally under the control of a member of Virtual 3D
Video Drivers 220. For example, in various embodiments,
Grabber 247 is controlled by a member of Virtual 3D Drivers
220 to grab the video data from a specific location within
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Shared Memory 240 and/or at a specific time in synchroni-
zation with the transfer of video data to other members of
Video DEPs 245.

Video DEP 245 each optionally includes an Overlay Logic
290 configured to overlay one or more video images on the
video data, e.g., frames, generated by Graphics Processing
Unit 235. An overlay is a first image to be placed on a second
image, or a sound added to another sound. Overlays may be
applied with varying levels of transparency. For example, the
first image can be opaque and, thus, completely hide covered
parts of the second image, or the first image can be partially
transparent in which case the second image can still be some-
what visible under the first image. An overlay may cover all or
part(s) of the underlying image. For example, an overlay may
be configured to cover certain pixels within a larger area. In
this case the overlay is mapped to pixels on a display of one of
Clients 110 or mapped to pixels within an image generated by
Graphic Processing Unit 235. The mapping can be accom-
plished in various ways. For example, a lower left pixel of the
overlay may be assigned to a specific pixel on a video frame
generated by Graphics Processing Unit 235. In some embodi-
ments, Overlay Logic 290 is configured to resize an overlay
prior to applying the overlay. Overlay Logic 290 is optionally
located in other positions within Video DEP 245A. For
example, after Preprocessor 250.

The overlays can include a wide variety of pixel/video
images. For example, an overlay can include a real-time or
static image of a game player received via the internet, a
real-time or static image of a sporting (or other) event, an
image of a input control (e.g., “a,” “b,” “TAB,” “Return,”
“Space Bar,” “Function Key,” “Arrow,” and/or other keys or
input devices), a map, text, and/or the like. Overlays can vary
widely in size and shape. In some cases the overlay is the
result of rendering a 3D game environment. More than one
overlay can be placed on an image. These overlays can be
overlapping or separate. Overlays are optionally received in
an encoded format and decoded prior to being applied.

The presence and content of overlays are optionally
responsive to received game commands, identity of one or
more game players, an account type, identity of a game being
played, video captured from a prior or real-time sporting
event or real-world game, game rules, and/or the content of
video generated by Game Logic 210. For example, an overlay
may include a menu resulting from receipt of a game com-
mand. An overlay may include content responsive to a pixel
pattern, e.g., image, included within video generated by
Game Logic 210. Overlay Logic 290 is optionally configured
to apply multiple overlays to a single video frame and these
overlays may be from different sources.

Overlay Logic 290 is optionally configured to apply an
overlay after a video frame has been preprocessed using Pre-
processor 250 and/or after encoding using one of Encoders
255. In some embodiments the overlay includes an image
received at an input of Video Source 130 (e.g., [/O device 145)
via the internet and Overlay Logic 290 includes video pro-
cessing logic configured to generate the overlay from the
image. The received image is optionally received from an
image source such as a camera or a file storage.

Video DEPs 245 each optionally also include a Preproces-
sor (PRE) 250. Preprocessor 250 is configured to perform a
color space conversion such as RGB to YUV and/or a scaling
operation to increase or decrease the resolution of the video
frame. Preprocessor 250 is optional in embodiments wherein
the output of Graphics Processing Unit 235 is in the YUV
color space or some other desired color space. Multiple Pre-
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processor 250 may be included in a Video DEP 245 config-
ured to produce multiple video streams having video frames
of different sizes.

Video DEPs 245 each include at least one Encoder (ENC)
255. Encoders 255 are individually identified as Encoder
255A, Encoder 255B, etc. Each of Encoders 225 is configured
to encode the video data according to a specific codec, and
optionally a specific color depth and/or frame size. For
example, Encoders 225 may be configured to encode video
data to Adobe Flash® standard, flv, .wav, .avi, .mpg, H.264,
H.263, On2, VP6, VC-1, WMA, and/or other codecs dis-
cussed herein.

A member of Video DEPs 245 may include one, two or
more Encoders 255. These encoders may be configured to
encode to different codecs and/or the different formats of the
same codec. For example. Encoder 255A may be configured
to encode according to a Flash standard at a first frame size
and color depth while Encoder 255 is configured to encode to
the same Flash standard at a second frame size and color
depth. The identity of Encoders 255 within each member of
Video DEPs 245 is typically determined at the time the Video
DEP 245 is provisioned. For example, a single command or
command set may be used to create (provision) Video DEP
245A and specify which components the created Video DEP
245A should include. The creation of Video DEP 245A is
discussed further elsewhere herein. A member of Video DEPs
245 including two or more Encoders 255 is alternatively
viewed as two or more separate Video DEPs 245 having some
but not all components in common. For example, Video DEP
245A and Video DEP 245B may have the same Preprocessor
250 but different Encoders 255.

In one example, Encoder 255A is configured to use a codec
for H.264 while Encoder 255B is configured to use a codec for
H.263. Having two or more different encoders available
enables Video DEP 245A to change encoding during delivery
of a video stream. The change in encoding can be from one
type of encoding to another, or merely a change in character-
istics of a specific type of coding. For example, the charac-
teristics may change in terms of color depth, number of
frames per second, encoding options, number of pixels, and/
orthe like. In some embodiments, Video DEP 245 A is option-
ally configured to switch between Encoder 255A and 255B in
response to a change in the characteristics of Client 110B or
the communication channel between Client 110B and Video
Source 130.

In practice, when a different codec other than that being
used is required a new Video DEP 245 is spawned and
executed in parallel with the current Video DEP 245 for a
short period of time. The new Video DEP 245 is optionally a
branch of the original Video DEP 245. For example, some
components of the original Video DEP 245 may be used in the
new Video DEP 245. These two Video DEP 245 may have
components logically arranged in a tree structure.

In some embodiments, Video DEP 245 are configured to
use two or more different encoders to generate two or more
different video streams at the same time. These video streams
are based on the same game environment rendered by Graph-
ics Processing Unit 255 and, thus, include essentially the
same materials (with the possible exception of overlays) and
can be sent to different places. For example, one of the video
streams can be sent to Client 110A while the other is sent to
Client 110B. Alternatively, one of the video streams can be
sent to Client 110B and the other to a website where third
parties can watch the video. This website is optionally part of
a social networking site or a game player’s site. The two
different video streams may be different in the frame rate,
encoding type, frame size, color depth, etc. For example a
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video stream delivered to a social networking website can be
of much lower quality than the video stream delivered to a
game player who is playing a game using Client 110B. The
second video stream may be directed to a game player who is
playing the game or to people who are merely observing the
game play. A video stream is optionally directed to more than
one place.

Video DEP 245A optionally includes one or more Post
Processors (Post) 260. Individual examples of Post Proces-
sors 260 are labeled 260A and 260B. Post Processors 260 are
configured to package an encoded video frame in a container
in a format appropriate for communication over a network
according to a public or proprietary network protocol. For
example, some protocols such as Adobe RTMP require post
processing while other video standards such as H.264 Annex
B do not require post processing. Each of Post Processors 260
may be associated with a specific member of Encoders 255, or
several Post Processors 260 may be configured to receive
encoded video frames from one member of Encoders 255.

The output of Post Processors 260 is directed to I/O Device
145 for delivery to one or more of Clients 110. The Elements
of Video DEPs 245 discussed herein include hardware, firm-
ware and/or software stored on a computer readable medium.
For example, each of Video DEPs 245 may represent a set of
software loaded into memory and executing using an elec-
tronic processor.

Audio DEPs 270 are configured to receive audio data gen-
erated by members of Game Logic 210 and encode this audio
data to audio packets. The encoded data packets are then sent
to Clients 110 using I/O Device 145 and Network 115. Audio
DEPs 270 are also optionally configured to place an audio
overlay on the audio data received from Game Logic 210.
Different Audio DEPs 270 are individually labeled 270A,
270B, 270C, etc.

As with Video DEPs 245, Audio DEPs 270 are typically
allocated as needed and assigned to process audio data from
a specific member of Game Logic 210. This audio data may
be based on events within a video game. For example, actions
taken by one or more players of the video game may result in
audio data according to game rules (e.g., falling in water
makes a splashing sound). Allocation of Audio DEP 270A is
typically responsive to the same factors and performed in the
same manner as allocation of Video DEP 245A.. For example,
the elements included in Audio DEP 270A may be responsive
to needs of one of Clients 110. Audio DEP 270 may receive
audio data from Shared Memory 240 and/or directly from one
of Virtual Audio Drivers 285.

Audio DEP 270A optionally includes a Grabber 275 con-
figured to receive audio data from one of Virtual Audio Driv-
ers 285, to receive audio data from one or more sources
external to Video Server System 120, and/or to get audio data
from Shared Memory 240. For example, in some embodi-
ments Grabber 275 is configured to retrieve data received
from sources external to Video Source 130, such as one or
more of Clients 110, over the internet. The audio received,
from any of these sources, can include voice audio, music,
sound effects, sound tracks, alerts, and/or the like. For
example, the voice of a game player using Client 110A may
be received from Client 110A, or the game player may pro-
vide music to be heard by a game player using another of
Clients 110. Audio data may be received, as audio streams,
from more than one game player in parallel.

Audio DEP 270A optionally further includes Overlay
Logic 295. Overlay Logic 295 is configured to place one or
more audio overlays on audio data generated by a member of
Game Logic 210. The audio overlays can include audio,
music, sound effects, sound tracks, alerts, and/or the like. For
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example, in some embodiments, an audio overlay includes
voice data received as data packets from one or more game
players over the internet. These data packets are optionally
decoded by Overlay Logic 295 prior to being included in the
overlay. Placement of overlays on the audio data generated by
a member of Game Logic 210 optionally includes addition of
this data to the generated audio data. All or part of an audio
overlay can be received from a source external to Video
Source 130. For example, in some embodiments the overlay
includes audio data received at I/O Device 145 via the internet
and Overlay Logic 290 includes audio processing logic con-
figured to generate an audio overlay from this audio data.
When referring to audio overlays, the identities of which data
is the overlay and which is the data on which the overlay is
being applied may be arbitrary as, in some embodiments,
audio data does not have a sense of layering order that can be
possible in video data.

Audio DEP 270A further includes an Audio Encoder
280A. Audio Encoder 280A is configured to encode the audio
data generated by a member of Game Logic 210 and the audio
overlay into an audio packet according to an audio codec. The
encoding is typically performed after the audio overlay(s)
have been applied to the audio data.

Grabber 275, Audio Encoder 280A and Overlay Logic 295
include hardware, firmware, and/or software stored on acom-
puter readable medium. Audio DEP 270B and Audio DEP
270C are alternative embodiments of Audio DEP 270A.

The operation of Video Source 130 is typically managed by
a Controller 265. Controller 265 includes hardware, firmware
and/or software stored on a computer readable medium. For
example Controller 265 may include software stored in
memory and executed using a microprocessor.

In some embodiments, Controller 265 is configured to
provision instances of Game Logic 210A, Virtual Audio
Driver 285 and Virtual 3D Video Driver 220 in response to a
request to play a game. For example, if a request for a specific
video game is received from Client 110B, Controller 265 may
retrieve Game Logic 210A, Virtual Audio Driver 285 and
Virtual 3D Video Driver 220 from Storage 155 and place
these in working memory. Game Logic 210A may be placed
in communication with both Client 110B and Game Server
125. Game Logic 210A is then executed using Processor 150
in order to play the video game.

In some embodiments, Controller 265 is configured to
allocate instances of Video DEP 245 and/or Virtual Audio
Driver 285 in response to a request to play a game. For
example, Controller 265 may be configured to first determine
or receive the requirements for Video DEP 245A and Audio
DEP 270A and then provision computing instructions that
satisfy those requirements. Video DEP 245A and Audio DEP
270 are then associated with one of Game Logic 210 and one
of'Virtual 3D Driver 220. The provisioned Video DEP 245A
is optionally configured to retrieve raw video data from a
specific area within Shared Memory 240.

In some embodiments the requirements for Video DEP
245A and/or Audio DEP 270A are determined by querying a
game player using Client 110B. For example, Controller 265
may be configured to cause text messages to appear on Client
110B, the messages requesting that a game player using Cli-
ent 110B enter characteristics of a video stream desired by a
game player. These characteristics can include a connection
type, a frame size, an encoding scheme, a frame rate, a color
depth, and/or the like. The entered characteristics are con-
veyed back to Controller 265, which then used these charac-
teristics to select elements to include in Video DEP 245A
and/or Audio DEP 270A when they are provisioned. For
example, if the game player requests a specific encoding
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scheme, then an Encoder 255 configured to use the requested
encoding scheme is selected and included in Video DEP
245A.

In some embodiments the requirements for Video DEP
245A and/or Audio DEP 270A are determined automatically.
For example, information gathered using a client qualifier can
be used to determine the requirements for Video DEP 245A.
In this example, if Client 110B includes only a Microsoft
Silverlight® decoder and an Adobe Flash® decoder, then at
least one of the corresponding encoder configurations or vari-
ants thereof is required in Video DEP 245A. Characteristics
of the video stream to be generated using Video DEP 245A,
such as frame size, color depth and frame rate, can also be
determined by Controller 265 in this way.

The determination of requirements for Video DEP 245A
and/or Audio DEP 270 may include both the use of charac-
teristics provided by a game player and characteristics auto-
matically determined. In some embodiments, the possible
characteristics are limited by a game player’s account type,
payment and/or subscription. For example, a game player
may pay to receive a higher quality video stream.

Controller 265 may also manage sharing of Shared
Memory 240. For example, Controller 265 may configure
Video DEP 245A and/or Audio DEP 270A to use specific
memory locations within Shared Memory 240 and/or Con-
troller 265 may be configured to configured Video DEP 245A
and/or Audio DEP 270A to access Shared Memory 240 in
response to certain timing signals. The timing signals being
timed for synchronization of access to Shared Memory 240
by different Video DEPs 245.

FIG. 3 illustrates further details of Game Server 125,
according to various embodiments of the invention. Game
Server 125 is configured to maintain a global state of a video
game based on game commands received from a plurality of
clients. These clients may be Clients 110, Video Source 130,
and/or other types of clients. Game Server 125 can include
one or more computing devices. For example, in some
embodiments Game Server 125 includes different hardware
devices dedicated to supporting different regions, instances
or dungeons within a game.

Game Server 125 includes an Input/Output (1/0) 310 con-
figured to receive game commands from a plurality of geo-
graphically remote clients via Network 115. Input/Output
310 typically includes network connections such as Ethernet
ports, routers, gateways, and/or the like. These network con-
nections are optionally configured to communicate using
TCP, UDP and/or other standards. Input/Output 310 is also
configured to send game state information to the plurality of
clients. This game state information typically includes sub-
sets of a global game state maintained by Game Server 125.
The subset provided to each client is normally dependent on
a location of an avatar and a particular game session associ-
ated with the client. For example, a subset of the global game
state typically includes the state of the game representative of
the area around the avatar. The subset is configured to be
sufficient to define the game environment around the avatar
and, thus, enable the rendering of streaming video based on a
point of view of the avatar. The global game state is represen-
tative of an entire game or a significant part of a game and is
based on game rules and game commands received from the
geographically remote clients.

Game Server 125 further includes a Game Engine 320
configured to maintain the global state of a video game based
on the received game commands and a set of game rules.
Game Engine 320 also keeps track of individual game ses-
sions and is configured to select and generate a subset of the
global game state for each game session. These subsets are
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provided to different members of the plurality of clients.
Typically each generated subset of the global game state is
assigned to a particular member of the plurality of clients
respectively. This assignment is based on a game session
established between Game Engine 320 and the particular
client.

Game Server 125 optionally further includes Transition
Logic 180B configured to transition game play from the
server side mode to the client side mode, and optionally vice
versa. Specifically, Transition Logic 180B is configured to
transition, within a single game session, communications
with Game Server 125 from a first client to a second client.
Typically, the first client will be an instance of Video Source
130 and the second client will be one of Clients 110. (These
roles will be reversed when transitioning back from client
side mode to server side mode.) The transition includes reas-
signing one of the subsets of the global state from a first
member of the plurality of clients to a second member of the
plurality of clients. As such, the subset will be sent to the
second member instead of or in addition to the first member of
the plurality of clients. In addition, Transition Logic 180B is
configured to change the assignment of received communi-
cations to game sessions, such that communications from the
second member of the plurality of clients are assigned to the
same game session as communications from the first member
of the plurality of clients were assigned to. In some embodi-
ments, a single game session and/or game state subset can be
assigned to more than one client at the same time. In these
cases game commands received from both clients are
assigned to the same game session and the same subset of the
global game state is sent to both clients. Game commands
received from both clients are treated as if they were received
from the same client.

As is described elsewhere herein, the transition can involve
receiving a request to reassign a game session from Video
Server System 120. This request typically includes an IP
address or some other address of one of Clients 110 to which
the reassignment is to be made. In some embodiments, Tran-
sition Logic 180B is configured to accept reassignment
requests only from specific predetermined clients. For
example, Transition Logic 180B may be configured to accept
reassignment requests from instances of Video Server System
120 but not instances of Client 110. The reassignment
requests are optionally encrypted and/or may include an
authorization code.

Game Server 125 further includes a State Storage 330
configured to store the global state and subsets thereof. State
Storage 330 includes one or more static storage devices such
as ahard drive, static memory, random access memory, and/or
the like. The global state is optionally divided into several
parts each representing a different region within a game.

FIG. 4 illustrates a User Interface 400 according to various
embodiments of the invention. In some embodiments, User
Interface 400 is generated by Video Source 130. User Inter-
face 400 may consist of a single video presented in a browser
or other window. User Interface 400 may alternatively
include more than one video and/or combinations of video
and static images. For example, streaming game video may be
presented in a Game Display Area 410 while, controls are
displayed in a Menu Area 420. The controls and streaming
game video are optionally generated at different locations.
For example, the controls may be generated on Client 110B
while the streaming video is generated by Video Source 130.
In some embodiments, Game Display Area 410 and Menu
Area 420 are different frames within a browser window.

Menu Area 420 can include a wide variety of controls, a
few of which are shown for illustrative purposes. The controls
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shown in FIG. 4 are optionally overlaid on part of the stream-
ing game video. Clicking, cursor over, or otherwise selecting
a control can result in a command being communicated to
Transition Logic 180C, Transition Logic 180B, Transition
Logic 180A, Download Manager 165, Account Manager 185,
and/or the like.

In the illustrated example, Menu Area 420 includes a Buy
Button 430 configured for a game player to purchase a video
game. In some embodiments, this purchase can be made
without interrupting game play. For example, streaming game
video can continue to be presented to the game player in
Display Area 410 while the purchase (entry of name and
credit card information, and/or the like) is accomplished in
Menu Area 420. Purchasing the game can result in the initia-
tion of the transition between server side mode and client side
mode, can result in activation of downloaded executable
game content, can cause the downloading of executable game
content to be initiated, etc. Purchasing a game typically
requires that a game player provide account information.

In the illustrated example, Menu Area 420 also includes an
Account Button 440. Account Button 440 can be used to
access features of Account Manager 185. In various embodi-
ments, Account Button 440 is used to set an account name,
create avatars, choose servers, make payments, set pass-
words, switch between games, and/or the like. The informa-
tion provided by a game player using Account Button 440 (or
Buy Button 430) can be stored at Video Server System 120,
Game Server 125, or elsewhere within Game System 100.

In a typical embodiment, selecting Account Button 440 or
Buy Button 430 will result in a command being sent to Video
Server System 120 which, in turn, will change the contents of
Menu Area 420 to give the game player further options and/or
data entry fields.

In the illustrated example, Menu Area 420 also includes a
Brag Button 450. Brag Button 450 is configured for a game
player to automatically post game video to an external web-
site, such as a social networking site. The location that video
is posted and the length of the posted video are examples of
parameters that are optionally set using the Account Button
440. The posted video can be live or recorded. For example,
the Brag Button can be configured to post the last 60 seconds
of play, 2 minutes of play before killing a boss, or real time
video of a game. The video selected for posting is optionally
dependant on the output of an Add-on configured to monitor
game play, e.g., to detect a boss encounter, an achievement, a
change in level, etc.

In the illustrated example Menu Area 420 further includes
a New Game Button 460. New Game Button 460 is config-
ured to present to a game player a list of other video games
available through Game System 100. Typically, if the game
player selects a new game, delivery of video from the current
game is terminated and replaced by video from the new game.
Video from the current game and the new game are optionally
displayed sequentially in the same browser window. Account
Manager 185 is optionally configured to copy game player
account information from one video game to another. New
Game Button 460 is optionally configured for a game player
to move, without substantial delay, from one video game to
another. When a new game is started the game session is
optionally assigned to a different instance of Game Logic 210
or a different instance of Video Source 130. This assignment
can involve passing the IP address of the client from the
assignor to the assignee.

As noted previously, Download Manager 165 is configured
to perform various functions related to downloading execut-
able game content to the Client 110B. FIG. 5 illustrates an
exemplary Download Manager 165, according to various
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embodiments of the invention. Download Manager 165 can
comprise some or all of a Statistics Engine 500, a Probability
Tree Database 510, a State Monitor 520, a Bandwidth Moni-
tor 530, a Downloader 540, and a Priority List 550. In par-
ticular, the Downloader 540 receives inputs such as from
Monitors 520, 530 and also accesses Probability Tree Data-
base 510 to control aspects of the downloading of the execut-
able game content, for instance, the order in which the execut-
able game content is downloaded, and at what rate.

FIG. 6 illustrates a Decision Tree 600, according to various
embodiments of the invention, and is provided to assist the
understanding of some of the functions of the Download
Manager 165 described herein, for example, with respect to
FIG. 5. The Decision Tree 600 comprises Branching Points
610 from which a game state can advance to any of several
alternative game states based on game player input, input
from other game players and according to rules specified by
the executable game content or Game Logic 210. Branching
Points 610 lead to more Branching Points 610, creating the
overall Decision Tree 600. It will be appreciated that each
Branching Point 610 represents a unique game state, but that
game play may progress through game states that are not
Branching Points 610 in those instances where the rules
embodied in the executable game content do not provide
alternatives. Game states from which there are no alternative
game states are omitted from FIG. 6 for clarity. In practice a
computer game may include many more Branching Points
610 than are illustrated in FIG. 6.

The alternatives from each Branching Point 610 are deter-
mined by the executable game content. Initially, in a setup
phase the options are limited, for example, a game player of a
fantasy game may first have to select one of a set number of
possible avatars. Having selected an avatar, the game player
next may have the option to select between two or more
alignments or alliances. Depending on that selection, the
game player may have different choices of character races,
starting configurations, and so forth, until the game player’s
avatar is sufficiently defined for the purposes of game play. In
a specific example if a game player selects a human avatar,
then it is known with high probability that the game will
require executable game content associated with a human
starting zone, and that it is less likely that, in the near term,
resources associated with an Orc starting zone will be
required. In another example, if a game player selects an oval
track in a race game, then resources required for this oval
track are given greater priority for downloading relative to
resources required only for a figure eight track. Other types of
games may have different setup choices, e.g., vehicle type,
race track, battle ground, number of players, avatar arma-
ment, avatar skills, avatar sex, etc. The game player then
progresses from Set Up to Game Play, for example, by being
placed into a game state. For simplicity, FIG. 6 shows each
final Branching Point 610 in the Set Up as mapping to a
unique initial game state in the Game Play. It will be under-
stood, however, that multiple final Branching Points 610 in
the Set Up may map to the same initial game state in the Game
Play. Each of the Branching Points 610 is known to require a
specific set of resources for proper game play.

From the initial game state, which can be a Branching Point
610, options available to the game player to engage in game
play include moving to different locations, interacting with
other game players, interacting with features within the game
environment, acquiring objects, making money, and so forth.
Game player inputs, e.g., game commands, resulting from the
game player engaging in game play cause the game state to
change incrementally, as illustrated in FIG. 6. In some
embodiments, actions of other game players can cause a
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change in the game state. Other options provided by the
executable game content to progress from a particular game
state can additionally include the ability to revert back to a
Branching Point 610 within the Set Up, to change game
levels, and to take other such actions that would remove the
avatar from a game state. For simplicity, the branching in FIG.
6 is shown as always advancing forward, however, as just
described, the branching from any Branching Point 610 can
be complex and optionally can lead, for instance, to Branch-
ing Points 610 located in the Set Up or in alternate levels. The
history of a game player’s progression from one Branching
Point 610 to the next constitutes a Game Path 620 for that
game player.

At each Branching Point 610 there is a set of probabilities
representing the change that the Game Path 620 will next lead
to each of the different alternative game states, and then
further game states beyond those. In a specific example, at
one Branching Point 610 there may be 25 different alternative
game states to which the Game Path 620 could continue. The
probability that the Game Path 620 will lead to, responsive to
received game commands, the first two of these 25 Branching
Points 610 have a 21 and 9 percent probability respectively.
The next 23 of the alternatives each have a 3 percent prob-
ability. There is also a 1 percent probability that the game
player will pause or quit the game. These probabilities may be
dependent on the path taken to reach the one Branching Point
610. The probability of reaching a Branching Point 610 sev-
eral steps away from a current Branching Point 610 can be
calculated by multiplying probabilities. Methods of deter-
mining these probabilities are disclosed elsewhere herein.

With renewed reference to FIG. 5, optional Statistics
Engine 500 is configured to calculate the statistical likelihood
that a game player at a current game state will move to each of
the other game states that are one step removed from the
current game state. The Statistics Engine 500 optionally per-
forms this calculation by monitoring the game play of a large
number of game players over an extended period of time. The
larger the number of game players and the longer the moni-
toring period, the better the statistical significance of the
results. For a given game state, some possible game states will
be very probable while other game states will be less prob-
able. For example, the likelihood that a game player will
return to a game state within Set Up will generally be a small
probability while options that advance the avatar through the
current game level will be higher probabilities. There is also
a probability that a game player will exit a game. The Statis-
tics Engine 500 updates the probabilities in the Probability
Tree Database 510 over time as the game play of multiple
game players is continually monitored. A single instance of
Statistics Engine 500 may support a large number of Down-
load Mangers 165. Statistics Engine 500 is optionally dis-
posed geographically remote from other parts of Download
Manager 165.

In some embodiments, the Statistics Engine 500 makes this
calculation for some or all of the alternative game states that
are one step removed from the current game state. In some
further embodiments, the Statistics Engine 500 makes this
calculation for some or all of the alternative game states that
are more than one step removed from the current game state.
In various embodiments, the Statistics Engine 500 calculates
the probability of each alternative game state based on the
current game state and/or based on one or more previous
game states along the Game Path 620. For instance, the prob-
ability of advancing to a particular game state can vary based
on how the game player arrived at the current game state.

Although the Statistics Engine 500 is shown as being
within the Download Manager 165 in F1G. 5, it will be under-
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stood that the Statistics Engine 500 can be distributed across
multiple Game Servers 125, each instantiation contributing to
the Probability Tree Database 510 based on the game play
supported by that Game Server 125. Each instantiation of the
Statistics Engine 500 may include hardware, firmware, and/
or software stored on a computer readable medium. Probabil-
ity Tree Database 510 comprises an organized and searchable
collection of data stored on a computer-readable medium. In
various embodiments each Download Manager 165 may
include a copy of the Probability Tree Database 510 or each
may simply have access to a shared Probability Tree Database
510. As the probabilities stored in the Probability Tree Data-
base 510 can be reasonably static after a sufficient period of
monitoring the game play of a sufficient number of game
players, in various embodiments the Download Manger 165
does not comprise the Statistics Engine 500 and/or the Prob-
ability Tree Database 510 is not updated responsive to further
game play.

Download Manager 165 additionally comprises a State
Monitor 520. The State Monitor 520 is configured to keep
track of the game state and optionally prior Branching Points
610 along the Game Path 620. Download Manager 165
optionally further comprises a Bandwidth Monitor 530. The
State Monitor 520 is configured to receive the game state from
the Game Server 125 or State Source 175, in various embodi-
ments. State Monitor 520 optionally monitors the game states
used by Game Logic 210 to generate game video. State Moni-
tor 520 is configured to provide the game state to Statistics
Engine 500 such that Statistics Engine 500 can perform the
probability calculations.

The Bandwidth Monitor 530 monitors the bandwidth of the
communication channel between, for example, the Video
Server System 120 and the Client 110B. The State Monitor
520 and the Bandwidth Monitor 530 may each include hard-
ware, firmware, and/or software stored on a computer read-
able medium. Bandwidth Monitor 530 monitor bandwidth by
detecting lost packets, by measuring latency, by testing to see
if increased communication rates result in lost packets, by
sending test packets, and/or the like. Other bandwidth testing
methods that may be used by Bandwidth Monitor 530 are
disclosed in commonly owned U.S. patent application Ser.
No. 12/791,819 and/or discussed elsewhere herein with
respect to Client Qualifier 160.

Further, the Download Manager 165 comprises Down-
loader 540. Downloader 540 is configured to receive input
from the State Monitor 520, and optionally from the Band-
width Monitor 530, and is further configured to access the
Probability Tree Database 510. Downloader 540 queries the
Probability Tree Database 510 to determine, for the game
state received from the State Monitor 520, what the probabili-
ties are of each of the possible alternatives from that game
state. Optionally, Downloader 540 may determine, for each of
the possible alternative game states, what the probabilities are
of each of the possible alternatives from those game states.
For example, if two possible game states are statistically
likely while the remaining game states are statistically highly
unlikely, the Downloader 540 may look at each of the two
alternatives and consider further alternatives from both.

Given a game state, and optionally one or more prior
Branching Points 610, the Downloader 540 uses the prob-
abilities of each of the possible alternatives from that game
state to dynamically prioritize the order with which execut-
able game content will be downloaded. The Downloader 540
maintains a Priority List 550 which provides the order in
which parts of the executable game content will be down-
loaded. The Downloader 540 optionally varies the order
within the Priority List 550 as parts of the executable game
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content are downloaded and the game state changes. The
Downloader 540 maintains the Priority List 550 according to
certain rules. For example, partially downloaded segments of
the executable game content may be given priority to com-
plete downloading even though those segments pertain to
game states that may have become less likely than other game
states. As another example, those parts of the executable
game content required to support a game state that has the
greatest probability will have the highest priority for down-
loading, and parts of the executable game content required to
support game states with lower probabilities will have corre-
spondingly lower downloading priorities. The parts of the
executable game content can be divided by directories, files
and/or sub-parts of files.

The Downloader 540, in some embodiments, regulates the
rate at which executable game content is downloaded, as
discussed elsewhere herein. The Downloader 540 regulates
the download rate according to the bandwidth provided by the
Bandwidth Monitor 530 and optionally other information
from the Video Server System 120 such as the amount of
bandwidth used to provide the streaming game video.

The Downloader 540 optionally is configured to initiate
execution of the downloaded code on Client 110B using the
Transition Logic 180 as described elsewhere herein. In some
embodiments, after the execution of the downloaded code on
Client 110B has been initiated, and streaming game video is
no longer being sent by the Video Server System 120 to the
Client 110B, the Downloader 540 may continue to download
the game code to the Client 110B according to the Priority
List 550. In some of these embodiments, the Downloader 540
continues to receive the game state and continues to dynami-
cally vary the order of the Priority List 550 until downloading
the entire game code to the Client 110B has completed.

FIG. 7 illustrates a Method 700 for downloading execut-
able game content according to exemplary embodiments of
the invention. Method 700 can be performed by Download
Manger 165, for example. Method 700 comprises a Step 710
of Receiving a Game State, a Step 720 of Determining Prob-
abilities, and a Step 730 of Determining a Download
Sequence. Each time a new game state is received in Step 710
new probabilities are optionally determined in Step 720, for
example, by querying Probability Tree Database 510. How-
ever, in many instances the progression from one game state
to the next will not require a reordering of the download
sequence in Step 730. In some instances, however, game play
may take a probabilistically less likely turn (relative to
expected play) based on input received from the game player
or other game players. In these cases one or more parts of the
executable game content are given new higher priorities, for
example, within Priority List 550, while other parts of the
executable game content are given new lower priorities. In
various embodiments, the times at which probabilities and/or
Priority List 550 are recalculated may be based on a set time
period (e.g., 1, 5 or 10 minutes), an avatar leaving a region
within the game, distance traveled by an avatar, crossing of a
boundary within a game environment, specific actions per-
formed by an avatar, reaching specific states, changes in
avatar level, and/or the like.

The Method 700 may further comprise an optional Step
740 of determining a download rate for downloading execut-
able game content. Step 740 includes monitoring a bandwidth
of a communication channel, in some embodiments. In some
embodiments, Step 740 can include receiving a bandwidth
from Bandwidth Monitor 530. As discussed elsewhere
herein, the download rate can be determined based on avail-
able bandwidth and bandwidth required to provide streaming
video at a minimal level of quality.
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The Method 700 further comprises a Step 750 of down-
loading executable game content. In various embodiments
Step 750 comprises communicating parts of the executable
game content over Network 115 to Client 110B according to
the dynamically ordered priority list from Step 730. This step
can be performed, for instance, by Downloader 540. In vari-
ous embodiments the parts of the executable game content are
retrieved from Code Source 170 and sent to Client 110B,
according to the order specified by the priority list. In some of
these embodiments the executable game content is first
queued, and the order of the executable game content within
the queue is dynamically reordered as the priority list is
reordered.

In some instances Step 750 includes varying the download
rate. The download rate can be varied, for example, based on
factors such as changing bandwidth availability, such as by
the Downloader 540. The amount of available bandwidth can
vary due to both channel variability and changes in the band-
width requirement of the streaming video. For example, at
certain times the streaming video may require fewer frames
per second than at other times, and the download rate can be
increased to take advantage of the additional available band-
width.

In some embodiments, certain conditions result in giving a
greater priority to downloading of executable game content
relative to the provision of streaming video. For example, if it
is very likely that execution of the game in client side mode
will be interrupted because a resource is not available, then
more priority may be given to downloading that resource
relative to maintaining the minimum quality of game video
presented to a game player. In some embodiments, frame rate,
frame size, color depth, or some other feature of the game
video may be changed such that the amount of video (in
bits/sec) downloaded is reduced. This results in more band-
width being available for downloading executable game con-
tent. In a specific example, if Download Manager 165 deter-
mines that a required resource is likely not to be available
when needed, Download Manager 165 is configured to send
an instruction to Video Source 130 indicating that the frame
rate of streaming video provided to Client 110B should be
reduced to increase the probability that the resource will be
downloaded before it is needed. The amount that the frame
rate is reduced is optionally calculated based on an amount of
time expected to be needed to download the required
resource. In alternative embodiments, play of the game is
“frozen” while in client side mode in order to assure that
required resources are downloaded before they are needed. In
alternative embodiments, play of the game is switch from
client side mode to server side mode if it is likely that a
required resource will not be available on Client 110B when
needed for client side execution.

In some embodiments, resources are differentiated as to
their need for proper game play. For example, the geometry of
the ground and/or objects in an area of a game can be consid-
ered absolutely required for proper game play, while a texture
intended to be applied to an in game object may not be
absolutely necessary. In these embodiments, if Download
Manager 165 determines that a required resource is likely not
to be available when needed an alternative resource may be
used instead. For example, a texture meant for an interior wall
may be used on the exterior of a building, or an unnecessary
object may be omitted from the video provided to a game
player. A table of allowed resource substitutions is optionally
provided by Download manager 165 to Client 110B. Neces-
sary resources may be given greater priority for downloading
to Client 110B relative to resources that are not necessary. As
used herein, the term “proper game play” indicates that the
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game appears and plays as intended. Game play that is not
proper may have alternative textures, missing game objects,
etc. that still allow game play with a slightly different appear-
ance or functionality.

The Method 700 optionally further comprises a Step 760 of
initiating a transition from a server side mode of game execu-
tion to a client side mode of game execution. Step 760 may
comprise, for example, determining a probability of needing
any part of the executable game content is lower than a given
threshold, before that part will be downloaded. This probabil-
ity is related to the probability that a game state will be
reached that requires a part of the executable game content
and the probability of when this game state will be reached.
The greater the amount of time before a resource will be need,
the more likely there will be an opportunity to download the
resource before it is needed. In various embodiments, if the
probability that any resource will be needed before it is down-
loaded is lower than a threshold of 1, 2 or 5 percent then an
“executable subset” of the executable game content will be
considered to have been downloaded to the client. In these
embodiments, the characterization of an executable subset
includes consideration of what resources are likely to be
needed in the future and the probability of downloading these
resources by the time they are needed. The executable subset
is, thus, dependent on a current state of the game. In other
embodiments, an executable subset is considered to be down-
loaded when a minimal executable set of resources has been
downloaded to the client, without regard to what will be
needed in the future.

When an executable subset is downloaded, Transition
Logic 180 can initiate transition to the client side mode of
game execution. Step 760 may include, for example, termi-
nating delivery of the streaming video from the video server
to the client and beginning executing the executable game
content on the client to generate the video based on the game
state. Each of Steps 710-760 can be performed while stream-
ing video is being provided to the client.

Method 700 optionally further comprises a Step 770 of
finish download of executable game content. In this step the
executable game content can continue to be downloaded to
the client after Step 760, e.g., after transitioning to the client
side mode. In some of these embodiments the executable
game content can be downloaded according to the download
sequence as it existed at the time of Step 760. In other embodi-
ments, during Step 770, the download sequence continues to
be dynamically varied using Step 730 according to the game
state. In these embodiments the game state, as maintained on
Client 110B, is communicated back to Download Manager
165. Step 730 can be used to vary the order in which parts of
the executable game content is downloaded to Client 110B
even after execution of the executable subset has begun on
Client 110B.

Optionally, the Method 700 can comprise a Step 780 of
initiating a transition back to having streaming video pro-
vided to the client. This step can be performed in instances
where the game state continues to be received, such as by
Downloader 540, after the end of Step 760. Here, if the
Downloader 540 determines that, based on the game state,
that a part of the executable game content that has not yet been
downloaded to the client has a significant probability of being
needed to support ongoing game play, then Transition Logic
180, for example, can transition the client away from the
client side mode of game execution and back to server side
game execution. [t will be appreciated that although Step 780
is shown in FIG. 7 as following Step 770, in those instances
where Step 780 is taken, the step occurs before Step 770
completes. In these instances Step 770 is interrupted, and the
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Method 700 returns to Step 710 and continues to stream video
to the client while downloading executable game content to
the client until such time as Step 760 recurs to transition back
to the client side mode of game execution.

FIG. 8 illustrates methods of providing a computer game,
according to various embodiments of the invention. These
methods are optionally performed using the systems and
methods disclosed elsewhere herein. In a Receive Command
Step 810, a game command is received from a remote client
over a communication system at a video server system. For
example, in some embodiments, Video Server System 120
receives the game command from Client 110B over Network
115. Receipt of the game command is part of a game session
established between Client 110B and Video Server System
120. Optionally, the steps illustrated in FIG. 8 may be per-
formed in an alternative order.

In an optional Forward Command Step 815, the received
game command is forwarded to a game server (e.g., Game
Server 125). The received game command is optionally for-
ward to Game Server 125 via Network 115. In an optional
Receive State Step 820, an updated game state is received at
the video server system from the game server. The received
game state is optionally a subset of a global game state main-
tained by Game Server 125, and is optionally updated using
the game command forwarded in Forward Command Step
815. In a multiplayer game the received subset is typically the
result of game commands received from multiple game play-
ers and/or multiple Clients 110.

Forward Command Step 815 and Receive State Step 820
are optionally in embodiments that do not include Game
Server 125. In these embodiments an Update State Step 825 is
performed on Video Server System 120. Update State Step
825 includes using the game command received from Client
110B to update a game state stored on Video Server System
120. The update is optionally performed using the game rules
of one of Game Logic 210.

In a Generate Video Step 830, game video is generated
based on the game state received in Receive State Step 820 or
the game state updated in Update State Step 825. The game
video is optionally generated using Video Server System 120
as described elsewhere herein, for example with respect to
FIG. 2. For example, in some embodiments, the game video is
generated using Video Driver 220, the 3D Driver 230, GPU
235 and/or Video DEP 245A based on a game environment
generated by Game Logic 210.

In a Provide Video Step 835, game video is provided from
the video server system to the remote client over a commu-
nication network. For example, the game video may be pro-
vided from Video Server System 120 to Client 110B via the
Network 115. The game video is typically provided in a
format for display on Client 110B. Although the game video
is optionally decoded, overlaid and/or otherwise processed
before display.

In a Determine Rate Step 840, a rate at which executable
game content can be transferred to the client is determined.
This determination is optionally based on maintaining a mini-
mum level of quality for displaying the game video at the
client while transferring the executable content in parallel.
For example, executable content may be transferred from
Video Server System 120 (or elsewhere on Game System
100) to Client 110B via the Network 115 while streaming
game video is provided to Client 110B in parallel. The par-
allel transfer of executable game content and delivery of game
video means that packets ofthe game video are received at the
same time as, or interspersed between, packets of the execut-
able game content. Optionally, packets of the game video and
packets of the executable game content are both stored in a
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receive buffer of Client 110B at the same time. Determine
Rate Step 840 is optionally performed using Download Man-
ager 165. As discussed elsewhere herein, the determination of
the transfer rate may be based on the available bandwidth of
the communication channel between Video Server System
120 and Client 110B, and/or the fraction of this bandwidth
used to provide the streaming game video.

The determination of the transfer rate in Determine Rate
Step 840 may be repeated to maintain the game video quality
as the executable game content is transferred to Client 110B.

In a Provide Code Step 845, executable game content is
provided to the remote client over the communication net-
work. For example, in some embodiments, executable game
content is transferred from the Code Source 170 to Client
110B via the Network 115. As used herein, the terms “execut-
able game content” and “executable content” are meant to
include executable code as well as related resources used to
generate the game (or other application) video such as, for
example, scripts, data structures, images, textures, geo-
graphic information, character names, object shapes, user
data, game data, etc. The executable game content is gener-
ally provided at no more than the rate determined in Deter-
mine Rate Step 840 as discussed elsewhere herein. The
executable game content includes game logic and/or code
configured to generate game video based ona game state. The
game code optionally further includes textures, images, geo-
graphic data of a game zone, and/or other game data used to
supportthe game. At least part of the executable game content
and a stream of the game video are provided to the remote
client in parallel. For example, executable game content from
the Code Source 170 may be transferred to Client 110B via
the Network 115 in parallel with game video from the Video
Source 130. Alternatively, executable game content and game
video may be transferred in parallel to Client 110B via sepa-
rate channels.

Thus, as the available bandwidth changes, the ratio (as
measured in bytes/second) of streaming game video to
executable content received by Client 110 can vary. The
Download Manager 165 may repeat the determination of the
transfer rate periodically, for example, at least every second,
every ten seconds, every hundred seconds, every 10 frames,
every 1000 frames, every 100 frames, or continuously. In
some embodiments, the Download Manager 165 may repeat
Step 840 in response to an event such as receiving a signal
from the Video Source 130 indicating the data rate of the
game video or a change in the data rate of the game video. The
Download Manager 165 may repeat Step 840 in response to a
change in conditions such as a change in Client 110B require-
ments (e.g., limits to lag time variability, a change in band-
width of communication channels between Client 110B and
Video Server System 120, a change in the display resolution,
etc.)

In Provide Code Step 845 parts of the executable game
content may be provided to the remote client in a predeter-
mined specific order. For example, Client 110B may have a
greater probability of reaching a first game state relative to a
second game state. Resources needed at the first game state
may, therefore be given greater priority relative to resources
need at the second game state.

In an optional Modify Order Step 850, the order in which
parts of the executable game content are provided to the
remote client is dynamically modified in response to a current
game state. As discussed elsewhere herein, reordering is typi-
cally based on the varying probabilities that game code or
some other resource will be needed as a player plays a game.
When a game changes from one state to another, new prob-
abilities for future game states are calculated by Download
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Manager 165. In Modify Order Step 850 these new probabili-
ties are used to modify the order in which the parts ofthe game
code are provided to Client 110B such that those parts with
the greatest probability of being needed are provided first.
The Download Manager 165 may modify the order for pro-
viding parts of the executable game content repeatedly during
downloading of the game code. Modify Order Step 850 may
be repeated as needed. The modified order can be dependant
on actions taken by the game player to whom the executable
content is being downloaded, and/or actions taken by other
game players within the game.

In a Determine Subset Step 855, the Download Manager
165 determines if an executable subset of the executable game
content has been downloaded to the remote client, e.g., Client
110B. An executable subset of the executable game content is
a subset that will allow a game player to play the game with a
reasonable probability that the game will not have to be halted
because a required resource is not yet downloaded. The
required probability can be predetermined and in various
embodiments is at least 99, 98, 95, 90, or 85 percent. Deter-
mine Subset Step 855 is optional in embodiments wherein all
of'the executable game content is downloaded before render-
ing of game video is transferred to the client.

In Provide State Step 860, the state of the game is provided
to the remote client. The state of the game may be provided to
the client over time. For example, in some embodiments,
Provide State Step 860 includes providing an initial game
state and then providing updates to the initial state over time.
Alternatively, Provide State Step 860 can include providing a
single current state. The provided game state can be the result
of game commands received from Client 110B and/or other
members of Clients 110. The game state can be provided from
Game Server 125 and/or Video Server System 120.

In a Transfer State Updates Step 865, the delivery of game
state updates are changed such that they are sent from Game
Server 125 to Client 110B rather than from Game Server 125
to Video Server System 120. There is optionally a period of
time in which game state updates are sent to both Client 110B
and Video Server System 120. The game state updates are
subsets of the global game state maintained on Game Server
125 an used at Video Server System 120 and Client 110B to
generate game video. The game state updates can be incre-
mental and/or total. Transfer State Updates Step 865 is typi-
cally performed by Transition Logic 180.

Transfer State Updates Step 865 includes providing an
address of Client 110B, e.g., an IP address, to Game Server
125 along with instructions that the game state updates asso-
ciated with a particular game session should be sent to this
address. At Game Server 125 the provided address is associ-
ated with a previously existing game session. For example,
the address of Client 110B is assigned to a game session that
previously existed between Game Server 125 and Video
Server System 120. In this game session the game state
updates were previously sent from Game Server 125 to Video
Server System 120. The result of Transfer State Updates Step
865 is that subsets of the global game state are sent to Client
110B in addition to or instead of Video Server system 120.
This change is optionally performed within a single game
session.

In a Transfer Commands Step 870, instructions are pro-
vided by Transition Logic 180 to Game Server 125 such that
the game server assigns commands received from the remote
client to the game session that was previously established
between Game Server 125 and Video Server System 120. The
commands received from Client 110B are typically identified
using the IP address of Client 110B, although other identifiers
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can be used. The instructions provided to Game server 125
thus optionally include an IP address of Client 110B.

Further, in Transfer Commands Step 870, Client 110B is
instructed to send game commands to Game Server 125 rather
than or in addition to Video Server System 120. This instruc-
tion typically includes an address of Game Server 125. For
example, Transition Logic 180A may provide an IP address
of Game Server 125 to Client 110B and may instruct Client
110B (e.g., via the Transition Logic 180C) to send game
commands directly to the Game Server 125.

Transfer State Updates Step 865 and Transfer Commands
Step 870 are optional. In some embodiments, the communi-
cation of game states and game commands between Game
Server 125 and Client 110B continues to occur through Video
Server System 120, even after the transition from streaming
mode to client mode. Continuing to communicate though
Video Server System 120 may be helpful in situations where
it is likely that a transition back to streaming mode may occur.

In a Start Execution Step 875, execution of the executable
subset of the executable game content is started on Client
110B. This execution results in the generation of game video
based on the game states received as a result of Provide State
Step 860 and Transfer State Updates Step 865. This game
video is configured to be displayed on Client 110B. The
execution of the game code is optionally initiated by or under
the control of Transition Logic 180A. Start Execution Step
875 is performed only after an executable subset (or all) of the
executable game content has been downloaded to the client,
as determined in Determine Subset Step 855. In some
embodiments, Provide Code Step 845 continues to be per-
formed even after Start Execution Step 875. This allows fora
remainder of the executable game content and/or new game
code to be downloaded after execution has commenced.

The result of Provide State Step 860, Transfer State
Updates Step 865, Transfer Commands Step 870 and Start
Execution Step 875 is that execution of the computer game is
transitioned from the server side mode to a client side mode,
where rendering takes place using game code and hardware
on the client instead of a remote server. Specifically, the
rendering of game video is transferred from the game server
to the remote client, e.g., from Video Server System 120 to
Client 110B. As is discussed elsewhere herein, game video
may be both received from Video Server System 120 and
generated at Client 110B in parallel for a period of time. This
can allow synchronization of the video and/or allow a game
player to switch from playing the video game in a browser to
a different window (which could also be a browser window)
at a time of the game player’s choosing.

In a Terminate Game Video Step 880, delivery of game
video from the video server system to the remote client is
terminated. For example, Transition Logic 180A may instruct
the Download Manager 165 to terminate provision of the
game video from Video Server System 120 to Client 110B. In
alternative embodiments Terminate Game Video Step 880 is
performed manually. For example, a game player may termi-
nate delivery of the game video by merely closing a browser
window in which the game video is displayed, or by manually
executing downloaded executable game content that is con-
figured to terminate the delivery of the game video from
Video Server System 120 by either sending a command to
Video Server System 120 or locally closing the communica-
tion channel to Video Server System 120.

In Continue Download Step 885, further and/or new parts
of'the executable game content are downloaded to the remote
client. The Download Manager 165 may continue to provide
portions of the executable game content to Client 110B while
that part of the executable game content already downloaded
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to Client 110B is executed. As such, Client 110B receives
executable game content while at the same time rendering and
presenting game video to a game player using part of the
executable game content that has already been downloaded.
Once video is no longer being provided to Client 110B from
Video Server System 120 via the Network 115, the portion of
the bandwidth available for transfer of the executable game
content to Client 110B is typically substantially increased.
Continue Download Step 885 is optional in embodiments in
which all of the executable game content is downloaded
before Start Execution Step 875.

In an optional Revert Step 890, the video server system
reverts from client side mode to server side mode. The deliv-
ery of streaming game video to Client 110B from Video
Server System 120 is restarted, and the rendering of game
video at Client 110B is optionally terminated. Revert Step
890 may occur, for example, when the executable game con-
tent subset resident in Client 110B is no longer capable of
rendering the video for current game state and/or likely future
game states. Revert Step 890 can be accomplished through
steps similar to the Steps 860-885 as discussed above, except
that the transitions occur in a generally reverse direction.
Execution of Steps 850-890 may be performed repeatedly. As
such, a video game can switch between client side and server
side modes multiple times. In some embodiments, this switch
occurs when the video game changes between a two dimen-
sional mode and a three dimensional mode, or between some
other change in video output.

FIG. 9 illustrates methods of transferring a game session,
according to various embodiments of the invention. The game
session is transferred from a first client to a second client (e.g.,
from Video Server System 120 to Client 110B) of Game
Server 125. These methods are optionally performed by
Game Server 125 in order for a computer game to be played
in both the streaming mode and client mode during the same
game session. The methods illustrated in FIG. 9 can allow the
mode to be changed without requiring that a game player
terminate a first game session and manually log in to Game
Server 125 to establish a second game session. Alternatively,
the methods may facilitate the mode change by provide an
appropriate login screen for the game player to log into a
second game session. Steps similar to those illustrate in FIG.
9 can be used to transfer the game session back from Client
110B to Video Server System 120. The steps illustrated in
FIG. 9 are optionally performed in alternative orders.

In an optional Establish Session Step 910 a game session is
established for communicating game commands and game
state information between Game Server 125 and a first client,
such as Video Server System 120. Establishing a game ses-
sion is described more fully elsewhere herein. In some
embodiments, Game Server 125 requires an account in order
to establish the game session. The account can be established
automatically or by the game player as described elsewhere
herein. The established game session includes identifying
addresses of the first client and Game Server 125. As part of
the game session, game commands are sent from the first
client to Gamer Server 125 and game state information is sent
from the Game Server 125 to the first client. Establish Session
Step 910 is optional in embodiments where a game session is
already established.

In a Receive Game Command Step 915, Game Server 125
receives a game command from the first client. For example,
in some embodiments, Game Server 125 receives the game
command from Video Server System 120. This game com-
mand may have originally been sent by Client 110B to Video
Server System 120. At Video Server System 120 the game
command is typically used to update the copy of the game
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state used to render the video stream provided to Client 110B
and/or is processed or otherwise modified before being for-
warded to Game Server 125. Receipt of the game command is
part of the game session established between Game Server
125 and Video Server System 120. As such, the received game
command is associated with this particular game session. The
association is optionally made using an address or other iden-
tifier within the data packet in which the game command is
received.

In an Update State Step 920 Game Server 125 uses the
game command received from the first client to update a game
state. The updated state may be stored on Video Server Sys-
tem 120 and/or Game Server 125. The update is typically
performed using game rules stored on Game Server 125.

In a Send State Step 925 the Game Server 125 sends the
updated game state of the computer game as a first game state
from the game server to the first client. For example, the first
game state may be sent to the Video Server System 120. In
some embodiments, Send State Step 925 includes sending an
initial first game state and then sending updates to the first
game state over time. Alternatively, Send State Step 925 can
include sending a single first game state to the Video Server
System 120.

In a Receive Transition Command Step 930 Game Server
125 receives a command to transition a game session from the
first client to the second client. This change in clients results
in a change between the streaming mode and the client mode
of game play. The command is typically sent by Transition
Logic 180, e.g., Transition Logic 180A. The received com-
mand places Game Server 125 in a state where it is ready to
receive and process information required to perform the tran-
sition. In response to the transition command, Game Server
125 is prepared to receive game commands from a second
client rather than or in addition to the first client, e.g., from
Client 110B instead of Video Server System 120. Examples
of'the second client include Clients 110 (e.g., Client 110A or
110B). In Receive Transition Command Step 930, Game
Server 125 is also prepared to send state updates to the second
client rather than or in addition to the first client.

In an optional Authenticate Step 935 the command to tran-
sition received in Receive Transition Command Step 930 is
authenticated. This authentication can be accomplished in a
variety of ways. For example, in some embodiments the
received transition command is encrypted and/or includes
authentication codes configured to prevent unauthorized
reassignment of a game session. In some embodiments,
Game Server 125 includes a list of authorized IP addresses
and is configured to only accept transition commands from
the IP addresses in this list. The IP addresses from which the
transition command is received is optionally confirmed using
a handshaking routine. In a specific example, Game Server
125 is configured to accept transition commands from a lim-
ited set of addresses including an IP (or MAC) address of
Video Server System 120, and to not accept transition com-
mands from addresses not in this limited set. The authentica-
tion of Authenticate Step 935 optionally includes use of
decryption keys, or any of the various message authentication
schemes known in the art.

In a Receive Address Step 940, Game Server 125 receives
an IP address (or other type of network address) of the second
client. For example, Transition Logic 180A may provide an
IP address of Client 110B to Game Server 125 and may
instruct Game Server 125 (via the Transition Logic 180B) to
send game commands directly to Client 110B. Optionally,
Receive Address Step 940 also includes providing an address
of Game Server 125 to Client 110. For example, Transition
Logic 180A and/or Transition Logic 180B may provide an IP
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address of Game Server 125 to Client 110B and may instruct
Client 110B (via the Transition Logic 180C) to send game
commands directly to the IP address of Game Server 125
instead of, or in addition to, the IP address Video Server
System 120. Commands received from Video Server System
120 are typically identified by the IP address of Video Server
System 120 and Commands received from Client 110B are
typically identified by the IP address of Client 110B, although
other identifiers can be used. The instructions provided to
Game Server 125 thus optionally include an IP address (or
other type of network address) of Client 110B.

Inan Associate Address Step 945, the address of the second
client is associated with the game session such that a second
state of the computer game will be sent to the second client
and/or such that a game command received from the second
client will be associated with the game session. At Game
Server 125, Transition Logic 180B associates the received
second client IP address with a particular game session. For
example, at Game Server 125, Transition Logic 180B
receives the IP address of Client 110B and associates it with
the requested game session. Future game states are then sent
to the IP address of Client 110B in addition to, or instead of,
the IP address of Video Server System 120. A game session
can at one time be associated with an IP address of Video
Server System 120 and at another time the same game session
can be associated with an IP address of Client 110B. Option-
ally this game session is associated with both IP addresses for
some time. Association between an IP address and a game
session is meant to indicate that the game session uses the IP
address to send game states and/or to identify received game
commands as being for that game session.

In an optional Receive Game Command Step 950, a game
command is received from the second client and the address
of the second client is used to identify the received game
command as being for the particular game session. The game
command received in Receive Game Command Step 950 is
optionally the same type of game command as the game
command received in Receive Game Command Step 915.
Game server 125 receives the game command from Client
110B over a communication system including the Network
115. Client 110B optionally sends the game command to the
IP address of Game Server 125, instead of the IP address of
Video Server System 120. Game Server 125 receives the
game command from the IP address of Client 110B that has
been provided in the Associate Address Step 945, instead of
from the IP address of Video Server System 120. Game Server
125 uses the IP address of Client 110B to associate the
received game command with the game session of the game
player. This association of the received game command is
made even when the game session and login were initially
established via Video Server System 120. In alternative
embodiments, identifier(s) other than the IP addresses are
used to associate the received game commands with a game
session. For example, a session identifier may be included
with the game command. This session identifier can be estab-
lished when the game session starts or when a game player
logs in.

Some aspects of Receive Game Command Step 950 are
optional in embodiments wherein game commands continue
to be received by Game Server 125 from Client 110B via
Video Server System 120 in the client mode.

In a Send State Step 955, the second state of the computer
game is sent to the second client. The Game Server 125
optionally uses the game command received in Receive Game
Command Step 950 to determine the second state of the
computer game. The second state of the computer game is
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optionally sent to the IP address of Client 110B instead of or
in addition to the IP address of Video Server System 120.

In alternative embodiments, Video Server System 120 is
configured to operate as a proxy server when the game is
played in the client mode. In these embodiments, the second
state of the computer game is sent to Client 110B via Video
Server System 120. As a proxy server, Video Server System
120 merely forwards game commands and game states to the
appropriate destinations. The process can be transparent to
Game Server 125. For example, Game Server 125 can con-
tinue to send game states to and/or receive commands from
Video Server System 120 after the game play is transitioned
to the client mode. Likewise, Client 110B can continue to
send game commands to video server system 120 and/or
receive game states from Video Server System 120. However,
as discussed elsewhere herein, in the client mode the majority
of the game video displayed on Client 110B is rendered on
Client 110B. In these embodiments, Video Server System 120
is configured to re-address received game commands and
game states and send them on to the appropriate destinations.
Ifthe modes are changed back to the streaming mode from the
client mode, Video Server System 120 begins to generate and
provide the streaming video again and uses the received game
command to update a local copy of the game state used to
render the streaming video.

In the various examples above, the first client is described
as a local client (e.g., Video Server System 120) and the
second client is described as a remote client (e.g., Client
110B). However, in some embodiments, the first client is
Client 110B and the second client is Video Server System
120. Thus, the transition illustrated by FIG. 9 can be per-
formed from streaming mode to client mode or from client
mode to streaming mode. Video Server System 120 is option-
ally configured to authenticate Client 110B, and/or determine
if Client 110B is capable of operating in the client mode for a
particular video game.

In some embodiments, when transitioning from the client
mode to the streaming mode, Game Server 125 receives the
game command from Client 110B in the Receive Game Com-
mand Step 915 via Network 115. Game Server 125 also sends
the game state via the network 115 to Client 110B in the Send
State Step 925. In the Receive Transition Command Step 930
Game Server 125 receives a command to transition from the
client mode to the streaming mode of the computer game.
Communication is transitioned from Client 110B to Video
Server System 120 during various steps including the Receive
Transition Command Step 930, the Receive Address Step
940, the Authenticate Step 935, and the Associate Address
Step 945. In the optional Authenticate Step 935 the command
to transition from the client mode to the streaming mode is
authenticated. Upon transitioning to the streaming mode,
Game Server 125 receives a game command from Video
Server System 120 in the Receive Game Command 950. A
second game state may be determined based on the received
game command. Game Server 125 sends the second game
state to Video Server System 120 in the Send State Step 955.

In some embodiments, Communication between Game
Server 125 and Client 110B or Video Server System 1120 can
be transitioned back and forth from Video Server System 120
to Client 110B and from Client 110B to Video Server System
120, as the game session repeatedly transitions back and forth
between streaming mode and client mode. Thus, Client 110B
can exchange roles repeatedly with Video Server System 120
during the game session. Likewise, Video Server System 120
can exchange roles repeatedly with Client 110B as the client
of Game Server 125 during the game session.
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Several embodiments are specifically illustrated and/or
described herein. However, it will be appreciated that modi-
fications and variations are covered by the above teachings
and within the scope of the appended claims without depart-
ing from the spirit and intended scope thereof. For example,
the systems and methods discussed herein can be applied to
computer programs other than games. These other types of
computer programs can include graphics programs, spread-
sheets, word processors, database programs, accounting pro-
grams, project management programs, video editing pro-
grams, image editing programs, website development
programs, inventory programs, e-mail programs, file man-
agement programs, document management/viewing pro-
grams, drawing/computer aided design programs, presenta-
tion programs, and/or the like. While the server side mode and
the client side mode are discussed herein as separate modes of
game delivery, in some embodiments these modes can be
combined. For example, part of the video presented to the
game player can be streamed from Video Server System 120
while another part of the video can be generated on Client
110B. In different modes of game play the parts and/or ratio
of the streamed verses locally generated video can change.
For example, some game events may include more streamed
video than other game events.

The embodiments discussed herein are illustrative of the
present invention. As these embodiments of the present inven-
tion are described with reference to illustrations, various
modifications or adaptations of the methods and or specific
structures described may become apparent to those skilled in
the art. All such modifications, adaptations, or variations that
rely upon the teachings of the present invention, and through
which these teachings have advanced the art, are considered
to be within the spirit and scope of the present invention.
Hence, these descriptions and drawings should not be con-
sidered in a limiting sense, as it is understood that the present
invention is in no way limited to only the embodiments illus-
trated.

Computing systems referred to herein can comprise an
integrated circuit, a microprocessor, a personal computer, a
server, a distributed computing system, a communication
device, a network device, or the like, and various combina-
tions of the same. A computing system may also comprise one
or more computer-readable media including volatile and/or
non-volatile memory such as random access memory (RAM),
dynamic random access memory (DRAM), static random
access memory (SRAM), magnetic media, optical media,
nano-media, a hard drive, a compact disk, a digital versatile
disc (DVD), and/or other devices configured for storing ana-
log or digital information, such as in a database. The various
examples of logic noted above can comprise hardware, firm-
ware, or software stored on a computer-readable medium, or
combinations thereof. A computer-readable medium, as used
herein, expressly excludes paper and carrier waves. Com-
puter-implemented steps of the methods noted herein can
comprise a set of instructions stored on a computer-readable
medium that when executed cause the computing system to
perform the steps. A computing system programmed to per-
form particular functions pursuant to instructions from pro-
gram software is a special purpose computing system for
performing those particular functions. Data that is manipu-
lated by a special purpose computing system while perform-
ing those particular functions is at least electronically saved in
buffers of the computing system, physically changing the
special purpose computing system from one state to the next
with each change to the stored data.
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What is claimed is:

1. A method of providing a computer game, the method
comprising:

receiving a game command at a video server system from

a remote client;

receiving a game state at the video server system from a

game server;

in a streaming mode, executing game logic of the computer

game on the video server system, execution of the game
logic resulting in rendering of a video stream at the video
server system based on the game state and the game
command;

in the streaming mode, providing the video stream from the

video server system to the remote client over a first
communication network;

in the streaming mode, providing the game logic of the

computer game from the video server system to the
remote client over a second communication network;
and

transitioning from the streaming mode to a client mode in

which the video stream is no longer rendered at the video
server system and in which the video stream is no longer
provided from the video server system to the remote
client and in which the game logic provided from the
video server system to the remote client is executed at
the remote client to render video of the computer game
at the remote client, wherein transitioning from the
streaming mode to the client mode occurs before all of
the game logic is provided from the video server system
to the remote client.

2. The method of claim 1, further comprising:

receiving a game command from the remote client at the

video server system and, in the client mode, forwarding
the game command from the video server system to the
game server; and

receiving an updated game state at a video server system

from the game server and, in the client mode, forwarding
the game state from the video server system to the
remote client.

3. The method of claim 1, wherein the video server system
is configured to provide video streams for a plurality of dif-
ferent video games.

4. The method of claim 1, wherein the game state is a subset
of a global game state maintained on the game server.

5. The method of claim 1, wherein each of the first and
second communication networks includes one or more of a
telephone network, an internet, and a cable television net-
work.

6. The method of claim 1, wherein the first and second
communication networks are different communication net-
works such that the video stream and the game logic are
provided to the remote client over different communication
networks.

7. The method of claim 6, wherein each of the first and
second communication networks includes an internet and a
telephone network, or the internet and a cable television net-
work.

8. The method of claim 6, wherein the first and second
communication networks have some network segments in
common.

9. The method of claim 1, wherein transitioning from the
streaming mode to the client mode includes providing a net-
work address of the remote client to the game server and/or
providing a network address of the game server to the remote
client.
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10. The method of claim 1, further comprising:

in the client mode, continuing to provide game logic of the
computer game from the video server system to the
remote client over the second communication network.

11. The method of claim 1, further comprising:

determining that an executable subset of the game logic has
been provided from the video server system to the
remote client.

12. The method of claim 11, wherein the executable subset
of the game logic is dependent on a current state of the
computer game.

13. The method of claim 1, wherein the video stream pro-
vided from the video server system to the remote client is
directed to a first browser window on the remote client, and
wherein video of the computer game rendered at the remote
client is also directed to the first browser window on the
remote client.

14. The method of claim 1, wherein video of the computer
game is rendered at the remote client during a period of time
in which the video stream is also provided from the video
server system to the remote client.

15. The method of claim 1, wherein the game command
received at the video server system is used to update a game
state present on the video server system in the streaming
mode, and wherein the game state received at the video server
system is not used to update the game state present on the
video server system in the client mode.

16. The method of claim 1, further comprising:

reverting to the streaming mode from the client mode.

17. A video server system, comprising:

avideo source configured to operate in a streaming mode to
provide streaming game video to a first client geographi-
cally remote from the video source, the streaming game
video being generated at the video source and being
based on a state of a video game;

a download manager configured to download executable
game logic of the video game from a code source to the
first client via a network while the streaming game video
is being provided to the first client from the video source
operating in the streaming mode; and

transition logic configured to transition the video server
system from a streaming mode to a client mode in which
the downloaded executable game logic is executed at the
first client to generate game video at the first client in lieu
of the streaming game video provided by the video
source to the first client, and wherein the transition logic
is configured to transition from the streaming mode to
the client mode before all of the executable game logic is
downloaded from the code source to the first client.

18. The video server system of claim 17, wherein the code

source includes a second client.

19. The video server system of claim 17, wherein the
transition logic is configured to communicate a network
address of the first client to a game server such that game
commands and game states are sent to different locations in
the streaming mode relative to the client mode.

20. The video server system of claim 17, wherein the video
server system is configured to act as a proxy server in the
client mode and, as a proxy server, to forward game command
data from the first client to a game server and to forward game
states from the game server to the first client.

21. The video server system of claim 17, wherein the
transition logic is further configured to transition the video
server system from the client mode to the streaming mode.

22. The video server system of claim 17, wherein the
transition logic is configured to transition between the
streaming mode and the client mode while maintaining a
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same game session in which the video game is played in both
the streaming mode and the client mode.

23. The video server system of claim 17, wherein the
streaming game video is not provided to the first client from
the video source in the client mode.

24. The method of claim 1, wherein the first and second
communication networks are a same communication network
such that the video stream and the game logic are provided to
the remote client over the same communication network.

25. The method of claim 2, further comprising:

in the client mode, transferring game state data from the

remote client to the game server.

26. The method of claim 25, wherein the game state data is
transferred from the remote client to the game server during
execution of the game logic at the remote client.

27. The method of claim 25, wherein the game state data is
transferred from the remote client to the game server upon
completion of execution of the game logic at the remote
client.

28. The method of claim 25, wherein the game state data is
transferred from the remote client through the video server
system to the game server.

29. The method of claim 25, wherein the game state data is
transferred from the remote client to the game server without
transfer of the game state data through the video server sys-
tem.

30. The method of claim 16, further comprising:

determining that a required portion of game logic has not

been provided from the video server system to the
remote client to initiate the reverting to the streaming
mode from the client mode.

31. The method of claim 10, further comprising:

in the client mode, predicting portions of game logic that

will be required for execution of the computer game at
the remote client; and

prioritizing the predicted portions of game logic for the

continued provision of game logic from the video server
system to the remote client.

32. A method for providing a computer game, comprising:

executing game logic of a video game on a video server

system to generate game video at the video server sys-
tem, execution of the game logic corresponding to a
client session;
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transmitting the game video as a video stream from the
video server system to a client system, the client system
remotely located relative to the video server system;

transmitting the game logic of the video game from the
video server system to the client system while transmit-
ting the game video as the video stream to the client
system; and

executing some of the game logic of the video game at the
client system to generate game video at the client system
foruse in lieu of the game video transmitted as the video
stream to the client system, execution of the game logic
at the client system corresponding to the client session,
wherein executing some of the game logic at the client
system is started when an executable amount of game
logic has been transmitted from the video server system
to the client system, wherein the executable amount of
game logic is less than an entire amount of game logic of
the video game, and wherein transmitting the game logic
from the video server system to the client system con-
tinues while executing some of the game logic at the
client system to generate game video at the client sys-
tem.

33. The method of claim 32, further comprising:

maintaining game state data for the client session on a
game server, the game server in communication with
both the video server system and the client system.

34. The method of claim 33, further comprising:

stopping the executing of the game logic on the video
server system and stopping the transmitting of the game
video as the video stream to the client system when
execution of the game logic at the client system is
started.

35. The method of claim 34, further comprising:

restarting the executing of the game logic on the video
server system based on the game state data for the client
session maintained on the game server to generate game
video at the video server system;

restarting the transmitting of the game video as the video
stream from the video server system to the client system;
and

stopping the executing of the game logic at the client sys-
tem upon receipt of the video stream at the client system.
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